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Adventure, rola Ply Sinton + 
CD ROM, IBEX Nae —— 


US $4.95 CAN $5.95 UK £2.95 


Beneath a Steel Sky, Dark Legions, 
Theme Park, Lost Eden, Genghis Khan Il, 
Quantum Gate, Campaign II, Quest for Glory 4, 


| | I 
TLLA j | Romance of the: Three Kingdoms 3, Alien Breed} 
TFX Tips, Spectre VR, Unnecessary Roughness 


SURROUNDED BY ANTI-AIRCRAFT. 


HUNTED BY SAMS. EVEN MACH 2 ISN'T 
FAST ENOUGH. IT'S A STORY CAPTAIN 
DEAN PENNINGTON DIDN'T THINK HE'D 


LIVE TO TELL. WOULD YOU? 


A TRUE STORY 

Kuwait, May 23, 1991. Captain 
Dean “D-Dawg” Pennington dives 
to take out an Iraqi 85mm gun 
emplacement below. “Flares, break 
left!” his wingman screams. He 
wrenches the stick just as a SAM 

explodes 10 feet behind his F-16. 
Anti-aircraft batteries now open up 
all around, engulfing him. Too low to 
avoid the anti-aircraft, too slow to 
evade another SAM, he’s faced with 
a hopeless choice and less than a 
quarter of a second to make it. 
Lighting afterburners, he rockets to 
safety before they can lock on again. 


THE STANDARD BY 
WHICH OTHER FIGHTERS 
ARE JUDGED 


Captain Pennington survived 


capabilities of the F-16 Fighting 
Falcon. Nothing, aside from a true 
F-16, captures the “hair-on-fire” feel- 
ing of flying America's most deadly 
fighter like Falcon? 3.0, Spectrum 
HoloBytes computer simulation. 


Eigerromre parrittisrip SERILE 


CO 


A HIGHER LEVEL OF FLIGHT 
Unlike some sims, which more 
closely simulate the arcade expe- 


life. Like real pilots, you'll fly 
with a wingman, allowing you 
to engage in 


With Falcon 

RO simto swa aerial tactics 
players can 

go manoa like bracket 
mano. May the 

best man win, HOLOBYTE maneuvers. 


Instead of enemies who fly in 
circles, Falcon 3.0 adversaries fly 
according to true fighter doctrine 
so they’re no pushovers. And 
Kuwait looks like Kuwait since 
real geographic theaters are 
faithfully mapped. 


NOT JUST A SIMULATION 
OF A WARPLANE 
A SIMULATION OF WAR 
Falcon 3.0 lets you fight as part 
of an entire campaign. The mis- 
sions you fly play a crucial role in 
your sides success. But they're not 


on skill, nerve and the awesome rience than the flying one, Falcon hard-wired. Each result affects the 
e e 2 3.0 features a depth of play overall war effort—and determines 
es Ms . "2d that almost rivals real your next mission, Succeed 
* .** » Wir. 
* "a i LL NN 


-E 


* 
Yor Visa/MasterCard orders call 24 hours a day, 7 days a week: (800) 695-GAME. 


For technical questions call (510) 522-1164 (M-F: 9AM-5PM Pacific Time). 
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and go on to hit the enemy in his 
own backyard. Fail and find the bad 
guys breathing down your neck. 


€ OOS 
MiG29 vs FALCON 
pq = 
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Electronic Battlefield Series si 
So you don't just choose your mis; 
aircraft. Care to fly for the oth 


THE ELECTRONIC 
BATTLEFIELD SERIES: 
THE ULTIMATE 
CYBER-BATTLEFIELD 


Choose from multiple aircraft, 
multiple theaters, even which 
side of the conflict to fight on. 


Go head-to-head over a modem or 
with up to six players over a net- 
work. It’s possible because each 
Electronic Battlefield Series 
title works with the others, from 
MiG-29™ to the upcoming F/A-18 
simulation. There’s even a multi- 


media guide to air-to-air combat 
called Art of the Kill™ to help you 
fly like an ace. It all starts with 
Falcon 3.0. 

The simulation for people who 
want to fly the not-so-friendly 
skies. 


Spectrum HoloByte 


FRCS, 
FALCON 


P 


ELECTRONIC BATTLEFIELD SERIES 
The fight of your life. 


COMPUTER GAMES 
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Alien Breed - Peter Smith Overloads on Team 17's Arcade Adventure 
Quantum Gate - Bauman Learns about Life Outside the Silicon 

Jurassic Park - "Definitely not the Movie,” says Keighley of Ocean's Tie-In 


Commander Crunch - Keyboard Gymnastics 

Spectre VR - Alfano Escapes into Alternate Reality 
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FM SYNTHESIS 
OF SOUND 
BLASTER 16 


SOUNDMAN' WAVE: GENUINELY 
BETTER SOUND, FULLY LOADED. 


Maybe you've read* how wave 


synthesis uses actual recordings of 


it sounas versus 


regular FM synthesis. Well it's true. SoundMan Wave lets 


ffordable 


TNT 
d roll with the real thin J tor an 


COMPLETE COMPATIBILITY 
GUARANTEE. 


SoundMan Wave's Yamaha 
OPLA chip is completely 


compatible with the AdLib/ Sound Blaster 


standard so it is ba 


"Ste PC Magazine, 12/21/93, p 95. ™/@—properties of registered owners. 


WAVE TABLE 
TECHNOLOGY OF 
SOUNDMAN WAVE 


s 
b 


o hit the marke 


DON'T BELIEVE US? CALL NOW FOR 
OUR FREE SOUND ADVICE AUDIO 
CD AND GET A $10 REBATE. 


about addir 


1-800-936-0024, OFFER #6R [e- 
COMP USA. LOGITECH 
SOFTWARE 


"North Americas Software Mgspera. The Senseware” Company 
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UPFRONT 


THE 
CONVERSATION 


couple of veteran computer gamers overheard recently at a major multimedia extrava- 
ganza show: 


Ray: geez, Dave, I'm not sure the latest trend in blockbuster multi-million dollar corporate 
gaming's going to do us any good. Look at all these point-and-click "interactive" CD-ROM 
specials, for instance — I have more fun clicking around the tube and watching commercials! If 
I wanna watch movies I'll go rent a video... 

Dave: Yeah, I know what you mean. Is this a phase or a trend? It could just be that with the 
extra storage space companies are testing out their new options. 

Ray: With us as the guinea pigs, as usual. 

Dave: Yeah. 

Ray: Or it could be that, with all this TV and movie and cable and telephone company money 
consolidating around a few buzzwords, we're seeing the first stages of the pernicious influence 
of big money that's already virtually killed off any creativity in these other mediums — and 
most of these TV and movie people don't know a damn thing about gameplay! 

Dave: Well, I know at least one guy I worked through a game of Bloodwych with a few years 
ago, and he does TV — they can't all be bad, eh? 

Ray: I guess not. Bloodwych?! Never heard of it. 

Dave: CRPG. Well, no way to really know just yet. I'm in wait and see mode for now. 

Ray: Here's another issue — I'm really, really, really tired of killing things, for whatever rea- 
son. It can be first-person point and shoot arcade, video games, or sophisticated air combat sim- 
ulations, or third-person CRPGs, or whatever — I just don't enjoy it anymore. And no, I don't 
want the Waltons as an alternative, or some other saccharine equivalent. There's gotta be more 
to computer gaming! 

Dave: Almost everyone dies at the end of Hamlet and Macbeth and King Lear too, though, 
don't they? 

Ray: Yeah, but all sorts of other things happen along the way, and those are all tragedies. No- 
one dies in Mid-Summer Night's Dream or As You Like It or even Twelfth Night, as I recall 
(whatever happened to Malvolio? I forget... Where's love interest? Real sex (not just 
voyeurism)? Friendship? Nobility? Honor? Community? Rugged Individualism? 

Dave: Have you played Sim Life lately? It's all there. 

Ray: Okay, but it’s too small to see in that case. <Sigh> Besides, I’m no adept at genome splic- 
ing even after practicing for a year and a half. 

Dave: I can live with all the killing — after all, we're grown-ups, we know it's not real, and it 
mostly has to do with meeting challenges and overcoming obstacles in my book. I don't see 
wiping out a pixel construction as anything more morally troubling than taking down a brick 
wall with a sledgehammer, and sometimes it's even a lot more fun! 

My headache, however, is having played too many games lately that are either extremely easy 
or extremely difficult. Whatever happened to play balance? Even in a realistic simulation, I 
want the chance to get into the thing before I crash or am shot down. Or, alternatively, I’m fly- 
ing or trudging for long periods of time with little to do — I don't want to have to fly the whole 
flight from Okinawa to Kamchatka and back! I either spend too much time wandering and wait- 
ing or biting my nails with each mouse or keyboard click these days. Give me a chance to live, 
and then give me a challenge along the way that takes some thought to deal with. Then let me 
overcome the challenge with results I can easily recognize are the consequences of my own 
planning and action. It's like FM radio — no dead air, no in-your-face-all-the-time either. 

Ray: Yeah! I hear the next batch of games might show some improvement along the lines 
you're hoping for, by the way. 

Dave: I’ll believe it when I see it — don't hold up any false hopes, it matters too much to me! 
Ray: Okay, okay, sorry. Hey, by the way, does it bother you at all that we're seeing all this neat 
stuff at the show which we might not be able to get our hands on for another six months? 

Dave: No, but I hope the companies making this stuff have something to sustain them between 
now and then. Give it six months and then another three to get the product out the door, and 
then another three dealing with buyer complaints and returns and more expensive debugging, 
and you've got a year's worth of work in total, and that's afier the game's reached the stage 
we're seeing it in here! 

Ray: Boy, it's a real rock and a hard place for these guys, isn't it? They go corporate to get 
the cash so they can handle long development cycles, but then corporate wants games with 
fifty minutes of video and two buttons to push. Well, it'll all pan out in time — you just wait 
and see. 

Steven Wartofsky, Editor 
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* Medieval England + 


. A time of castles and conquest. The throne is 
empty. The serfs are restless. Rebellion is in the air. 


The Lords of the Realm invite you to join their 
ranks. Build your castles. Cultivate your lands. 
Marshal your resources. Take the risk. 

Go for the Crown. 


E 


Coming soon 


Impressions 
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NEWS 


QUOTH THE “RAVENLOFT,” 


Strategic Simulations, Inc. (SSI) and TSR, 
Inc. announced on January 24th that TSR 
will not be renewing its exclusive license 
with SSZ. Joel Billings, President of SSI 
stated, "the relationship between SS/ and 
TSR has been extremely profitable for both 
companies. However, the time has come for 
both companies to pursue their own inter- 
ests. We have an extremely talented and 
experienced group of developers who are 
anxious to begin some ambitious new pro- 
jects. We have, therefore, strategically 
moved SS/ into a position where we would 
be able to use our available resources and 
begin work on expanding our SS/ role play- 
ing brand". 

Willard Martens, TSR's Chief Operating 
Officer was quoted as saying that “as an 
entertainment company, TSR is using state- 
of-the-art interactive technologies to pro- 
duce our newest line of board games. In 
addition, we are establishing a software 
development team to produce new titles 
under our own label in 1995. We will also 
license properties on specific PC, cartridge, 
CD, and multi-media platforms which take 
advantage of TSR's emerging audio, film, 


NEVER MORE 


and digital video technologies". 

Under the current agreement SS/ will 
develop several AD&D titles throughout 
1994, They include; Ravenloft: Strahd's 
Possession, Al-Qadim: The Genie's 


Curse, Dark Sun II: Wake of the Ravager 
and Menzoberranzan. The last game will 
be the final project supporting the TSR 
license, and should be available by 
Christmas, 1994. 


SAILING BY THE NORTHSTAR 


Interplay Productions, Inc. announced that 
it has acquired an equity interest in Northstar 
Studios, Inc. of Palo Alto, California. Ronald 
Spitzer, president of Northstar, commented 
that “Northstar Studios has attracted some 
very talented individuals who will be joining 
our team to develop high quality 32-bit soft- 
ware.” The company is positioned to take 
advantage of the convergence of Hollywood, 
the communication industry, hardware manu- 
facturers and traditional software publishers 
in the interactive entertainment marketplace. 

In a related development, MCA Inc., 
announced on February 10th that it’s made a 
significant investment in Interplay 
Productions, Inc. Although the exact figures 


have yet to be released, Skip Paul, Executive 
Vice President of MCA did have this to say: 
“Our involvement with /nterplay will not be 
a passive investment. We will be working 
through our newly formed Universal 
Interactive Studios unit to develop MCA 
properties with /nterplay. Not only will we 
be a bridge to the motion picture, music and 
theme park businesses, but we will also pro- 
vide access for /nterplay to Matsushita's 
technology". 

Under the arrangement, MCA purchased a 
significant minority share of /nterplay 's 
stock, becoming /nterplay's sole outside 
investor. MCA was granted additional options 
to increase their minority holdings. 


I SPY ON THE CIA 


On January 5th, Activision announced that 
it will develop and publish interactive espi- 
onage thrillers under the direction and con- 
sultation of William Colby, former Director 
of the CIA. Published under the /nfocom 
label, the first in a line of William Colby- 
influenced multimedia titles will be intro- 
duced in early 1995 for the PC CD-ROM and 
Macintosh. 

According to Bobby Kotick, CEO of 
Activision, “ the William Colby line will have 
all the elements of a major motion picture 


release: high quality Hollywood production 
values, recognized talent, feature-film quality 
sound effects and music, and an intriguing 
script by a well-known screenwriter”. 

If Colby can replicate what Return to 
Zork has done for Activision, we may see 
other former and/or current spies joining the 
entertainment industry. The company 
announced that Zork has now sold over 
300,000 copies worldwide since its October 
Ist, 1993 release. Not too shabby, eh, 007? 
Bond? Where are you? 


THE WOODEN 
BLOCKS OF 
SUCCESS 


On February 14th, at the Toy Fair trade 
show, Davidson & Associates, Inc. (NAS- 
DAQ: DAVID) and Fisher-Price, Inc. (NYSE: 
MAT), a subsidiary of Mattel, Inc. announced 
an agreement whereby Davidson will be 
licensing the Fisher-Price name, logo and 
product names for use in a new line of 
Davidson-developed multimedia software for 
children ages 3 to 7. 

According to the press release, Davidson 
will develop and publish a full range of multi- 
media titles available later this year. The prod- 
ucts will be available for Windows and CD- 
ROM platforms; the companies will also 
explore the feasibility of other game platforms 

Jan Davidson, President and founder of 
Davidson & Associates, Inc., comments: 
“Tve often looked to toys for inspiration for 
Davidson products, since toys [were] interac- 
tive and appealing for children long before 
the advent of multimedia software. The com- 
bination of each company's strengths in 
product development, merchandising and 
understanding of how children learn will pro- 
vide the marketplace with exciting new prod- 
ucts next year." 


Strategy Plus 


Ahh! Shanghai II. Millions have been tantalized, amazed and indeed. For not only can you try out 13 different tile layouts, but you 


intrigued by the greatest strategy game ever devised. It's easy to get can also choose from a variety of eye-catching tile designs and three 
started. And even easier to get hooked. challenging game modes. And now our newest Shanghai II games for 
Just match pairs of tiles to remove them. But removing Sega™ Genesis" and Windows™ will satisfy your appetite for exciting 


them all requires an observant eye animation and sound. 


and strategic mind. Enter a new dimension in 


Shanghai II’s tiles are never Shanghai by challenging the com- 


arranged the same way twice, so puter or an opponent to a game of 


GENESIS =: 


each and every game is a whole new 


challenge. And ever more difficult 


Dragon's Eye, where one tries to 


bring the dragon to life while the 


a 


with each new level that awaits you other attempts to slay it. 


as your skill improves. 


5 
Help yourself to Shanghai II: Dragon's Eye, but 
So, if variety is the spice of life, Shanghai II is hot stuff Aci V ISION s beware... once you start, you'll never get enough! 


Shanghai Il Dragon's Eye is available in Sega Genesis, DOS, Windows and Macintosh formats. See your local retailer or call 1-800-477-3650. 
Sega and Genesis are trademarks of Sega enterprises, Ltd. All rights reserved. Windows is a trademark of Microsoft Corporation. 


Reader Service No. 21 


NEWS 


HAS 
KRONDOR 
BEEN 
BETRAYED 


On February Ist, Dynamix announced 
that the long awaited sequel to its award- 
winning Betrayal at Krondor CRPG has 
been delayed until 1995. Dubbed Thief of 
Dreams, the development team responsible 
for the effort has been temporarily reas- 
signed to other more immediate projects. 

Tony Reyneke, President and CEO of 
Dynamix, Inc., indicated that “I have taken 
these steps because in the four months 
since the release of Betrayal at Krondor 
the sequel was not far enough along in 
development to consider that it could be a 
creative and financial success for both 
Raymond Feist and Dynamix in 1994. We 
will now be able to re-evaluate the develop- 
ment effort to be certain of the products 
creative and competitive edge. The final 
course of action regarding the sequel, Thief 
of Dreams, will be decided within the next 
eight to ten weeks”. 


DYNAMIX PLAYS CALYPSO 


Ramikin Fu 
a Johan 


No, the oceanic voyages of Jacques 
Cousteau haven't returned to syndication. The 
name of his world-renowned ship Calypso, 
though, is the space-faring focal point of 
Dynamix’s new space-based strategy game, 
entitled Alien Legacy. The game can best be 
described as Sim City in space, as the U.N.S. 
Calypso, a veritable interstellar ark packed 
with the last vestiges of the human race 
explores the galaxy in search of a new, hos- 


4000 


pitable home. The player must build and nur- 
ture both planetary and orbital colonies by 
developing various installations and habitats, 
all the while confronted with the task of 
unlocking various ancient secrets in a race 
against the clock to discover the clues to his 
ultimate survival. 

Alien Legacy will lift off from the Dynamix 
launching pad sometime this summer. Felipe 
and Jacques are lifting off as we speak.. 


THE “AM | DOOMED” TOURNAMENT 


Think you’re pretty hot with that rocket 
launcher, huh bud? Been toasting all them 
beasties like they were mere marshmallows at 
a Boy Scout overnight? Well, your scouting 
days are over son. That’s right, you heard me. 
Pack up the sleeping bag and park yourself in 
front of your computer. It’s time to play with 
the big boys now. 

Think you can hack it against a real, live 
opponent? You know, he’s the type that eats, 
breathes and sleepwalks the corridors of 
DOOM just like you do! Well, now’s your 
chance to let your plasma rifle do your talking 
and enter the “Am | DOOMed” Tournament. 
It’s the chance of a lifetime to prove your 
metal against the best of the best. 


The Rules 

The tournament rules are simple. The tour- 
ney will follow a single elimination format 
which means that if you get scorched in your 
first match, you're out. Each match will con- 
sist of a two out of three head-to-head contest 
against a live opponent. Players are randomly 
placed on the same level of one of the facilities 
of the shareware version of the game and have 
in their possession all of the colored keys to 
open the mechanical doors. Many types of 
weapons, first aid packs etc. will be scattered 
about the level, both obvious and not so appar- 
ent. The deathmatch mode contains a little 
twist in that once you pass over an item, that 
item stays on the ground and is still available 
for your opponent to pick up. 
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The automap is available to help you in 
your quest. Keep in mind that the bad guys are 
roaming the facilities as well, so if you get 
smoked by the nasties before your opponent 
sears your butt then the battle is restarted from 
scratch with all of the accumulated weapons 
restocked on the floor. 

Each tier of the tournament must be com- 
pleted within one week of the match’s sched- 
uling (matches will be posted every Monday 
evening for the duration of the tournament). 
Players who are unable to play their scheduled 
match will forfeit the match with the winner 
advancing to the next round. If a player is 
unable to reach his opponent to schedule their 
match, notification must be made by phone to 
Strategy Plus no later than 72 hours after the 
match has been officially posted. 

Keep in mind that the tournament involves 
a fair amount of long distance calling. As 
schedules are posted, the player’s name 
appearing on the top line of each bracket is 
responsible for the first call, the player on the 
bottom is responsible for the second call, and 
any tie-breaking games will be made by the 
player on top. 

The tournament will begin May Ist, 1994 
Results of each match must be posted to 
CompuServe (Modem Games Forum 
Network Games / DOOM Tournament), 
America Online (Computing & Software / 
Games / Message Board / General / DOOM 
Tournament) or phoned in to the offices of 
Strategy Plus at (802) 860-6467 by no later 


than Sunday of each week. 

If you are interested in entering The “Am I 
DOOMed” Tournament please call Strategy 
Plus magazine by April 20th at the number 
above and ask for Mare. 

Players will need to have downloaded ver- 
sion 1.2 of the shareware version of DOOM 
and must have a modem capable of handling a 
minimum baud rate of 9600. Players must be 
eighteen years or older to enter the tourna- 
ment. Employees and family members of 
Strategy Plus and id Software may not partici- 
pate in the tournament. 


The Prize 

Did ya think you were wasting those goons 
and maroons for nothing? Heck no. The First 
Prize winner will receive five free games (reg- 
istered version of DOOM included) from the 
Strategy Plus prize vault plus a one year sub- 
scription to Strategy Plus. The Second Prize 
winner will receive three games (registered 
version of DOOM included) and a one year 
subscription to Strategy Plus and the Third 
Prize winner earns a free one year subscription 
to the magazine (in the event that the winner 
already has a subscription to the magazine 
then we will extend his or her subscription by 
one year. If the registered version of DOOM 
is already owned we will substitute it with 
another game). 

The entire tournament schedule, results and 
it’s winners will be published in a future issue 
of Strategy Plus. 
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Tactical map featuring 
combat units near Tobruk 


Hot on the heels of the industry’s 
first “Game of the Year" for a 
computer wargame, the team that 

brought you the award-winning 

V for Victory series has joined forces with The Avalon Hill Game Company for yet 
another blockbuster! Atomic Games and Avalon Hill are proud and excited to 

present OPERATION CRUSADER, the first in the new World at War series covering great 
campaigns of WWII. Set in the expansive reaches of the Libyan and Egyptian deserts, 
OPERATION CRUSADER sweeps you into the role of German Field Marshal Erwin 
Rommel or British General Sir Claude Auchinleck as they commit their nations’ finest 
infantry and tanks in an all-out struggle for the Mediterranean port city of Tobruk. 

A series of six historical scenarios will show you first hand what open field tactics 
and desert combat are REALLY like. Experience for yourself the cursed Hellfire Pass 
and in the end see if you, too, can earn the title, “The Desert Fox". 


Available at Leading Resellers, including: * Babbages * Comp USA * Computer City 


: Š Time Reference Calendar 
Electronics Boutique * Egghead * Radio Shack * Software Etc. * Walden's Software. gives you weather forecasts and 
reinforcement alerts. 
. Available on: IBM PC compatibles. 
The Avalon Hill Game Company —— «mm 
DIVISION OF MONARCH AVALON, INC. Hard Drive, SVGA-VESA graphic 
: 4517 Harford Road, Baltimore, MD 21214 E b ur 
If Operation Crusader cannot be found locally, call TOLL FREE 1-800-999-3222 AND 


i Color 
Ask for Operator STS Systems. 4 MB RAM. HD req'd. 


ADVANCED C 


Friends, Romans, Countrymen ... Avalon Hill is abc 
the original boardgame and it promises to live up t 


PREVIEW 


by Marc “I Am Iron Man!” Dultz 


The version previewed was a work in progress so readers should 
note that a full preview, accessing all of the game's features, was not 
possible. The game could be commented on since the game did con- 
tain much of the design elements that will be found in the finished 
version. 


I've told you once I’ve told you a thousand times! Recess isn't until 
fifth period. You can snack then. 

Now then class, put away all your books and reading materials. 
You're going to be taking the F.A.C.T. exam (First Advanced 
Civilization Test). The test covers all of what we've learned about 


Avalon Hill's new computer game Advanced Civilization and how 

it compares with the boardgame by the same company. You'll have 

Il right class, settle down now. Mr. Dultz, Mr. Wartofsky the whole period to complete the test, so take your time. The test is 

A= take your seats. What's that? Yes, Mr. Wartofsky, you broken down into several sections composed of true and false ques- 
ay untie Mr. Dultz from that stake first. Hmm? Yes, do tions, multiple choice questions, some matching and finally an 


remove the gag as well. Mr. Romanoff, put away those roasted marsh- essay question. Now then, my little Neroes and Nerettes, — let's 
mallows and dowse that fire by Mr. Dultz’s feet. Mr. Romanoff, if fiddle! 


True or False 
(each question is worth 5 points, 25 points total) 


The following questions will either be answered with true or false answers. If you answer “false” you must then fill in the correct answer after 
the question. 


1. Did Avalon Hill first produce Advanced Civilization as a boardgame entitled Advanced Civilization? false - the boardgame was originally 
called Civilization and in 199] Avalon Hill updated the original game when they released Advanced Civilization 


2. MicroProse pays Avalon Hill a small licensing fee for the use of the Civilization name? true & false - while MicroProse pays Avalon Hill for 
the rights to the name, Avalon Hill pays Hartland Trefoil, Ltd. of Northampton, England a licensing fee as well for the rights to the game, since it 
was originally designed in the U.K. by F.G. Tresham 


3. Don Greenwood is the producer of the new computer game Advanced Civilization? true 


4. If you agree that MicroProse pays Avalon Hill for the trademark rights to Civilization, this payment includes Sid Meier having to wash Don 
Greenwood’s car every Sunday morning? false - he washes his car on Saturday and waxes it on Sunday 


5. Advanced Civilization will be an exact translation of the upgraded boardgame so it doesn’t pay to buy the game? false - the game is a signifi- 
cant enhancement to its boardgame counterpart because you can now enjoy the game alone instead of ‘digging up’ several human opponents. 
Besides, I like to run my credit card bills up to the max. 
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o the hieroglyphics 


Multiple Choice (each question is worth 5 points, 25 points total) 


6. The computer version of Advanced Civilization will be rendered in simple, black and white CGA graphics. 
— (a) of course, did you expect them to shell out big bucks for pretty pictures? 
— (b) possibly, depends if the designers take second jobs at Jack in the Box to pay for the fancy colors. 
— (c) CGA, EGA, VGA what's the difference. I still play Pong. Will there be an Advanced Pong? 
—X. (d) Joe Amoral, the graphic artist on AC, has done a terrific job. His work presents some of the best VGA graphics ever found in 
a strategy game. Besides, he already works at Jack's on the nightshift, so the guy's loaded. He'll pay for the pretty pictures. 


7. The game is a complete rip-off of MicroProse's smash hit strategy game, Civilization. 
— (a) What did you expect when Sid had to buff up Don's car with one of those MicroProse Civilization T-shirts. Hey, a deal's a 
deal! Right, Monty? 
—X. (b) Absolutely not. The only thing they have in common is the name. 
— (c) The jury's out on this one. I heard a rumor that Sid left MicroProse to join Avalon Hill so anything's possible. Drachmas talk, 
so Civilization walks... 
— (d) Does it really matter? Who cares if people are confused by similar titles? Marketing types thrive on that! Hey, can I get one of 
those Civ T-shirts to buff my car? 


8. Will Advanced Civilization cover the entire breadth of mankind's history? 
— (a) History? You sexist Trojan Horsetrader! Maybe it should read herstory? 
— (b) The game is really about Dinosaurs since we all know mankind evolved from the Pterodactyl. See, looked at these webbed 
fingers... 
—X.. (c) Wrongo. The game begins in the earliest throes of human history circa 8000 B.C. and concludes when a player reaches 
a predetermined point level, thereby entering the Late Iron Age (approximately 250 B.C.) first. 
— (d) Possibly. Speaking of ‘breadth’, here, try one of these Spartan mints... 


9. How many players can Advanced Civilization accomodate? 
— — (a) Beats me, I flunked math 
— (b) Beats me, I flunked history 
— (c) Beat me, please 
—X.. (d) In addition to the human player up to seven computer controlled players can be enjoined in the game. Now then, if you beat 
him, can I watch? 


10. Is Advanced Civilization more of a strategy based game as opposed to a conquer the world type game? 
—X. (a) You finally figured that one out did you? 
— (b) Does that mean there aren't any tanks? 
— (c) Does that mean there aren't any dragons? 
— (d) Does that mean Larry Laffer doesn't make a cameo appearance? 
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Matching (each question is worth 5 points, 25 points total) 


lamity Cards ack's the players progress through various epochs including the New Stone Age, Early Bronze 
, Late Bronze Age, Early Iron Age and Late Iron Age. 
Don Greenwood B. Acquired by turning in trade cards, redits or treasury tokens. These cards are necessary to advance 
up the A.S.T 
Irade Cards omprise Civil Wars, Volcanic eruptions, Flood, Slave Revolt, Famin: iperstition, Piracy etc 
l of which are enacted by the playing of a card 


Archaeological Succession D. Drawn and held in secret, player's use these to build up sets of the same commodities. 
Table (A.S.T.) 


_B_ 15. Civilization Cards E. The producer of Advanced Civilization responsible for the design and development of such 
boardgames as Siege of Jerusalem, Republic of Rome, and Breakout: Normandy 


IF YOU THINK WHACKING, SLASHING, 
SHOOTING, BLOWING UP, KILLING AND 
OTHER ATROCITIES IS A GRIME AGAINST 
CREATURES BIG AND SMALL EVERYWHERE- 


Essay Question (25 points) 


After viewing an early version of Advanced Ci 
you sa 


zation, what can 
y about the game that someone who hasn't played either ver- 


sion could benefit from? 


Well, the game's focus is on the ancient civilizations that surround- 
ed the Mediterranean region. By interacting with upwards of seven 
other competing civilizations, the player's ultimate goal is not to have 
the most territory under his control. No, no, no. The real goal is to 
take one's civilization (Romans, Egyptians, Babylonians, etc.) and 
ascend mankind's epochal ladder of development to acquire the 
means and the attributes to enter the Late Iron Age first. To do this, 
civilizations must acquire the majority share of twenty-eight various 
attributes that bring about advancement. For instance, acquiring min- 
ing skills helps with the minting of coins, which in turn supports 
increases in taxation. Or, acquiring engineering skills furthers the 
development of fortifications, which in turn results in the progress of 
architecture 

The mapboard displays the known world that surrounded the 
Mediterranean region, from the Tyrrhenian Sea to the Persian Gulf. 
Regions are subdivided into areas that contain various notations earmarking flood plains, population limits, city sites, volcanoes, etc 

If one's civilization expands geographically without the development of the necessary infrastructure, internal rebellions will tend to 


occur, causing one's empire to crumble from within. Therefore, players must plan their moves cautiously, taking into consideration the 
internal as well as the external forces exerted upon their civilization 

While wealth is important to the generation of a successful empire, it is equally important to foster trade between other civilizations 
While conflict and strife will inevitably exist, the successful civilization will have made provisions early on to weather catastrophe in order 
to advance through time. 


Teacher, Are We Being Graded on a Curve? 

No need, little mister (polite way of saying, "little pisher... "). You managed a score of 100 on the F.A.C.T. exam. You'll soon have com- 
pany on top, though. Avalon Hill looks to earn themselves the same honors with Advanced Civilization, and they didn't even cheat! 
Principal Skinner, I’ve got another one for detention!!!! Cl 


A mouse and keyboard are fine for tackling spreadsheets, not teeming legions of blood-thirsty 
marauders. State-of-the-art CyberMan puts an unlimited range of motion within your grasp: 
three directions [x, y, and z] and three rotations [pitch, yaw and roll]. Just move and twist it 
1 ] i any way you want to go. 
7 <TNEERMAN, A sd 
PUT THE SRO) DIMENSION) TW atio 
ple ASU UF YOUR did), ^ feedback that lets you feel the action. 
ec CyberMan plugs into your serial port, and 
comes wilh 3D game software that will 


pull you into the next dimension in PC 
entertainment. CyberMan is available 
now at your local dealer, or 
call 1-800-936-0022. = 
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The Senseware” Company 


™ Trodemarks belong to their registered owners 


Reader Service No. 3 


It's still under construction, 


and not open to the public, 


but you're all invited for a 


special sneak look at a new 


strategy game from the 
people who brought you 


and 


Preview by Geoff Keighley 


“If you build it they will come.” 


TET TAT 


Disney opened his own creation, 


TENRAN EETA TER 


able for the whole family, and “they will come.” Bullfrog 


Productions, in association with Electronic Arts, has taken Walt’s phi- 
losophy and adapted it to the computer screen. Theme Park is just 
what the title implies: your very own amusement park. Just like Walt 
did some forty years ago, you will start from scratch with a bare plot 
of land, a dream, and hopes to build the Eighth Wonder of the World. 


Auntie Em, Typesetter 


When your Great Aunt passed away a few years ago, she left a sum 
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Disney did build it, and they sure did come. 
CULHEEPHERES Of course I am speaking of DisneyWorld 
and DisneyLand, two of the most popular 
attractions in the world. In 1955, Walt 


DisneyLand in Anaheim, California. His 
philosophy and formula for success was 
simple: make the experience fun and enjoy- 
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of money and a wish: She wanted you to build the best theme park 
ever, a place where the world would be entertained, happy, and feel 
safe. It's now time to execute that wish and keep your Aunt's name 
alive. Grab those shovels and dig up some dirt, because construction 
is full steam ahead. 

For fans of simulation games, BullFrog shouldn't be a foreign 
name. They were the team behind one of 1993's top simulation/strate- 
gy games, Syndicate, and the mega-hit Populous. While Syndicate 
proved to be a new and exciting piece of software, for Bullfrog 's latest 
production they have really pulled out all the stops. 

As one would expect, Theme Park (TP) is loaded with attractions 
and entertainment. Hot Dogs, roller coasters, fireworks, and midways, 
it's all available and literally at your fingertips. 


Virtual Fantasy Reality "+, 
Simulation Dogfight Theme Park Ride 

Think of TP as a mix between Sim City and Disneyland. Your mis- 
sion is to keep the crowds happy, and moving through the park at 
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record numbers. To do such a thing, ticket prices will have to be deter- 
mined, staff will have to be hired, new rides added, and a lot more. 

In the early beta version of TP that I was able to play, the interface 
was still undergoing a number of changes, and will probably end up 
changing even further before release. As it stands now, the interface 
takes up a very small portion of the screen and is very easy to use. 
Along the bottom inch of the screen is an icon bar, which selects such 
variables as rides, shops, staff, and financial statements. On the top of 
the screen is a bar which when clicked on brings up a host of menu 
selections, similar to Windows. There is also a ride control interface 
that I will cover a little later. One would think this relatively easy and 
simple interface would result in a shallow game, but surprisingly, there 
is a lot of power here. 


Business and Pleasure 

Speaking of the difficulty level, this game sounds like “fun,” and it 
is, but there are some serious business decisions to be made in order 
for the park to turn a profit each year. When the park visitors aren’t 
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happy, they will stop coming to the park, eventually driving the park 
into bankruptcy, thereby turning Great Aunt’s dream into dust. 

At the heart of every amusement park are rides, and the situation at 
TP is no different. Without the latest and greatest rides, attendance will 
drop. Thirty-two rides/shows are available, and four different roller 
coasters can be selected for construction on the park’s premises. To add 
some more excitement to the fire, the final version will allow you to 
design and execute your own rides (though not your own riders). 

Once the rides have been selected and built, they need to be moni- 
tored and maintained. This will involve the hiring of maintenance and 
operational staff. Using the ride interface, variables such as the ride’s 
speed can be controlled. 

Although rides are at the heart of each park, there is a lot of work 
behind the scenes which has to be done by the staff and owner. The 
player can choose to put the park on the stock market, build other 
theme parks in different locations around the world, and even compete 
against other theme parks via saved games. 

Since amusement parks are so popular in the late 20th century, there 
will be fierce competition for the public’s dollar. To keep the park 
competitive, the game includes a business advisor. This little character 
will pop up whenever he has a suggestion to make the park more prof- 
itable, based on his expert opinion. For instance, when ticket prices 
are too low, he will pop up and suggest you raise them. He will also 
suggest how to make the park more user friendly with more signage 
and walkways. 

What is another thing we all associate with theme parks? Extremely 
expensive food! Well, it's your turn to play the “$6.95 hamburger" 
game with the installation of food stands around the park. Another 
good idea might be to hire the park’s “Mickey Mouse" character 
(looks like Big Bird to me) to keep the kids entertained. 


Sim Gardening? 

Landscaping is something I haven't covered yet. Since a large per- 
centage of the park's visitors will be small children, it's important to 
keep them in a contained environment. That means fences, road- 
blocks, etc. I know on a few occasions I forgot to place a fence around 
the park, and as a result some poor little kids wandered off into no- 
man's land. There's also an option to plant trees and shrubs, along 
with other plants to make the theme park more attractive. 

Probably the most drastic visual change from previous simulation 
games is the overall graphics look. All the graphics are very cartoon- 
ish and brightly colored. Currently the player can select either regular 
VGA graphics (for speed), or SVGA graphics (for detail). Overall this 
new graphic style seemed make the game more user friendly. 

For those of us who think we are the *masters of design," TP will 
help others dispute your claim to fame. As with Maxis’ SimCity, 
parks can be saved and exchanged with others through on-line net- 
works or disk, letting fellow players observe and play in your park. 

It looks as if Electronic Arts has spotted a hit in TP, and decided to 
do an incredible number of ports to other systems. It's scheduled to 
appear on IBM PC, IBM CD, MAC, MAC CD, and 3DO. No details 
were available as to the contents of the other versions, but I personally 
think it would be great if the player could actually experience and ride 
their own rides on the CD versions (similar to Disney's Coaster). 

Although its been touched on a little here, money is obviously an 
important issue. TP doesn't ignore this aspect, but simply puts the 
emphasis on fun, rather than finances. There are still many business 
decisions to be made, and if those decisions are not right, the park can 
lose valuable business. 

In the end, what started out as a plot of plain land has by now turned 
into a fun factory. Perhaps TP’s greatest strength will be its ability to 
make players feel like kids again, and see their own creations grow 
from scratch. Since players make all the decisions, they will really 
feel as if they are in control. 

Your park's chances for success are slim, and the competition is 
fierce. Walt Disney was in the same position when he created 
Disneyland, and look what it has turned into now. No one said build- 
ing TP would be easy, but the final result after all your hard work will 
no doubt bring a smile to everyone's face! 

Finally, at the end of each day, it's time to activate the fireworks 
display, something amusement parks are famous for. The sun is set- 
ting behind the roller coaster, and patrons are starting to leave. It 
appears our sneak peak at Theme Park is over, and the entrance gate 
is now shutting behind us; see you on opening day! 
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PREVIEW 


Put on your fig leafs and get ready to sav 
Bill Holmes previews 


ere's a subtle irony at work here. Lost Eden (the current 

working title) is an adventure set in the early stages of 

mankind's development, when dinosaurs still flourished (some a 
little too well, apparently!) and much was yet to be discovered. Here I 
sit with a game in the early stages of development, and as a large portion 
of the game is not yet completed, I have that same thirst for knowledge. 
Fortunately for me, if all stays on schedule, I'll have my world aligned 
by November! That's a better deal than our ancestors got. 

Lost Eden (Eden) is a first-person perspective game where the user 
takes on the role of Adam, who lives in Eden, on Earth, in a time when 
the dinosaur flourished and became highly evolved instead of being 
wiped out. The great beasts are divided into two main groups, the car- 
nivores and the herbivores. The herbivores, who are slower and tamer 
creatures, live mainly on agriculture. Naturally, man decides to take 
advantage of their kindly nature and reward them by enslaving many 
of them. Isn't that just like us? 

The carnivores, on the other hand, are bloodthirsty, dreadful saurii 
who prey upon the weak and tame inhabitants of Eden. Faster and 
stronger than many of their targets, it’s Lunchtime On Planet Earth 
whenever a pack of these bad guys appear. This is more than simple 
survival of the fittest, however - the flesh eaters have an agenda (see, I 
told you they were evolved!). Their plan calls for total annihilation of 
mankind, as well as other inhabitants of the planet (this of course pre- 
sents the dilemma of what to eat when you have wiped all the other 
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species off the face of the Earth, but who am I to quibble with some- 
thing that has large sharp teeth?) 


“Pd like quests for $500 please, Alex..." 

Led by their ferocious Tyrannosaur leader, Moorkus Rex, the army 
of predators sets out to conquer their world and a bloody battle ensues. 
The humans, who once prospered in blissful coexistence with the her- 
bivores, are now forced into a desperate, fugitive existence. Most of 
the village are forced to take refuge in small dark caves on the moun- 
tainside, where they hope to go undetected. Moorkus Rex's unrelent- 
ing assault seems unstoppable, except for The Citadel 

The Citadel has stood for many years, and is the only place known 
to have withstood vicious attacks. Man and Saurus can live without 
worry or doubt here, as it is the only fortified area for mankind. 
Outside the walls, however, Eden is being destroyed piece by piece. 
In order to survive and hopefully restore Eden to its former tranquility, 
Moorkus Rex and his ilk must be stopped. Adam is a kind lad, who 
dreams of exploring the world, and unlike many of the other humans, 
he treats his Saurus servant Dina as more of a friend than a slave 
Adam is also a bit of a loner, and Dina and he share a special trust, 
although Dina seems to know more than she is letting on. One day, 
after another vicious attack wherein a village is destroyed and most of 
the inhabitants are converted into <gulp!> food, Dina tells Adam of a 
great Saurus leader who could help them save Eden. Deciding that 
this is their chance, they agree to meet Thoo, who tells Adam of Priam 
The Builder and Thaa, who were the masterminds behind the Citadel. 
Only they knew the secret of the Citadel and why it still stands, but 
they are both dead now. 


Simdino, Dino-Sty, Dinoization and Dino Wars 
Well if it was that easy to build Citadels we wouldn't have this 
Dino-saster, would we? The objective of Lost Eden is to gain control 
of Eden and restore peace so that civilization can be saved. To accom- 
plish this mission, the user must discover the “Secret Of The Builders” 
and establish Citadels throughout the four continents that comprise 
Eden. But right behind you is the Terrible Tyrannosaur himself, along 
with his hungry army of killer beasts. Sounds like the ideal matchup - 
in your eyes you are a heroic underdog who wants to save the world, 
but your nemesis would like “...some fries with that Adamburger". 
Let’s recap. Peaceful world shattered by the evil half of its civiliza- 
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LOST...EDEN 


! the world from megalomaniacal dinosaurs 
ing interactive adventure from Virgin 


tion, survivors hiding in small bunches in caves, one main "safe" loca- 
tion for the righteous that is constantly under attack. A naive hero, 
thrust into the outside world for the first time, needing to unlock the 
secrets of the ancestors so that he can exploit and overcome the weak- 
ness of the enemy. A non-human companion as well as a wise and 
ancient guide who can assist him, an intelligent, relentless enemy whose 
agenda is total annihilation of the good and peaceful people. If this 
sounds like Star Wars in a prehistoric setting to you, you're not alone! 

The gameplay elements of the program are not fully functional as I 
write this, but what is promised sounds intriguing. To match wits with 
Moorkus Rex and his cohorts, users will have to use strategy, includ- 
ing agriculture and invention. The user will also encounter nomadic 
groups of humans and Saurii, and it will be necessary to enlist their 
support and gain their trust, for you will need them to build and inhabit 
the Citadels in order to survive. Some may heed the call, while others 
will be restless or afraid, and it is up to the user to persuade them to 
follow your vision through bribery, bartering or deed. 

Like Sim City, the success of your efforts will largely depend upon 
the contentment of your followers. If you have to spend your time as a 
morale booster, you might as well pour that A-1 sauce on your head 
and get it over with! Like Civilization, you must discover and invent 
some of the apparatus that will help you accomplish your task, as well 
as interact with roaming tribes who you need as allies. Of course, 
those evil roaming tribes are a little easier to spot in Lost Eden, but I 
don't remember losing a game of Civilization because I had been 
compressed into a burger patty. 


Welcome to Eden. 
Please Check your Ego at the Door 

EDEN was developed by Cryo, LTD. who were the creators of 
DUNE for the PC CD-ROM, and fans of that game should see many 
similarities in the game elements and play mechanics. A spinning 
cubic icon cursor guides users, and will provide clues at crucial 
moments throughout the game. From the limited screens that I was 
able to explore, this functions primarily for exits/entrances, conversa- 
tion, and examining objects (I was able to click on an item in my 
inventory in an attempt to “use” it on another object, but its purpose is 
apparently further down the line). Moving the cursor to the edges of 
the screen or over a door, a directional arrow will appear if movement 
is a possibility. Passageways that will not be enterable or openable will 


not register in this way. Having spent much time recently in another 
game trying to click on tiny pixels with a mouse pointer, I found this 
appealing. The cursor zooms in and out in 3-D fashion if you are pass- 
ing over an area that you can examine more closely, and clicking on it 
will call up a separate screen or will zoom in tight to a fixed position, 
depending on the object or person involved. Again, this leads to 
manipulation of the user, as it is obvious what you can and cannot 
examine more closely. Not having had the opportunity to explore the 
majority of Eden's world, I cannot determine how extensively this is 
used throughout the game. Hopefully, some experimentation will be 
needed to succeed. I was able to click on people and objects to view 
the text of conversation and comments, but was not able to move with- 
in the screen myself and change my vantage point except when using 
the zoom cursor. 

The speech was not added to this early preview, but there was music 
during the cinematic opening scenes. While the main graphics I saw 
for the game screens were well rendered, the introductory sequence 
was nothing short of astounding. As the jungle music ranged from 
new age tranquility to percussion-laden tension, scenes of the dawn of 
the dinosaurs and the early advent of man unfolded in panoramic beau- 
ty on the screen. The 3-D perspectives and the panning and dolly 
effects were silky smooth - packs of winged creatures swooping down 
across lakes, their mirrored images in perfect unison; great 
Tyrannosaurs seemingly overrunning you from behind as they chased 
their prey with snapping razor teeth. One shot from above and behind 
a man-ridden Brontosaurus overlooking a great valley almost induced 
my latent acrophobia! Unlike some games that dazzle you in the intro 
and then dump you into cartoon land for the meat of the game, it looks 
like Eden will maintain the wizardry in gameplay. Zooming in on the 
Tyrannicon, à book captured from Moorkus Rex, produces a cinematic 
scene on its pages, from which a beastly hand comes up through the 
page and into the player's dimension. Opening a door to descend to a 
distant sunken cave, the depth and dimension through the doorway 
was vivid even when the aperture was only a part of the wall occupy- 
ing the main screen. 

CD-ROM titles have rapidly turned the corner from "watch the 
movie" to active participation. With Virgin promising the elements of 
strategy, wargame and adventure all rolled into one, it looks like Lost 
Eden will be an exciting adventure to play. Keep your eyes open for 
this one later this year. And remember, he who hesitates is lunch!Cd 
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Welcome to Danny's Inferno! Do drop in — we're eager 
to give you a glimpse of what it might be like to live... 
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Preview by Steve Wartofsky 


any of us have played scores of adventure games, from 

Infocom’ s Starcross to Sierra’s Gabriel Knight, with 

pleasures from Legend Entertainment and LucasArts along 
the way. What keeps us coming back for more? Surely at this point 
every possible puzzle, interface variant and graphics innovation likely 
to excite our fancies has been done many times over? 


It’s all in the presentation 

Certainly, as many recent reviews in Strategy Plus have made more 
than eminently clear, if there’s an appeal to adventure gamers to be 
made these days, it’s not going to be at the superficial level of graphics 
and sonic wow, or even interface innovation. The appeal is going to 
have to come in the areas of least effective development so far — sto- 
rytelling and characterization. Then, too, it’s going to have to come in 
an enrichment of the onscreen environment within which adventuring 
takes place; in the attention paid to increasing the possibilities for 
interaction in every scene presented. 

Graphic adventures in particular are constructed very much around 
scene-by-scene presentation, a format which has lent itself effectively, 
for instance, to Roberta Williams’ and Jane Jensen’s efforts to make 
use of conventions borrowed from the theatre to formalize their 
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designs. Theatre, especially in its more recent incarnations, is as con- 
cerned with using particular scenes to convey mood via vignettes or 
tableaux as it is with developing the narrative of a story or fleshing out 
the complexities of character. Thus scenic presentation engages atten- 
tion in ways a painting might — by giving the engaged observer (what 
we call the interactive player in our medium) the opportunity to 
explore particular states of mind and emotion in ways that can be 
entirely disjunct from the demands of storytelling or characterization. 

A good adventure on these terms, then, is coherent enough at a 
scene-to-scene level to direct the player's attention toward the atmos- 
phere meant to be conveyed; and gives the player a chance to respond 
to the contrasts and tensions developed by the careful evolution of 
scenic progressions. 

However, contras 


s in mood are only half the process for any good 
adventure game; such games are also invariably engaged with story 
and/or characterization, and derive their strength from setting up and 
then fulfilling expectations at these levels as well. A good story keeps 
the person engaged in the storytelling by leaving him or her eager to 
find out what's going to happen next and, perhaps more importantly, 
interested in imagining a range of possibilities in response to the situa- 
tion presented thus far. A good characterization gives the participant 
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the chance to become involved with both the condition and possible 
fates of the character represented, in ways that guarantee the partici- 
pant's allegiance to, hatred or love of, i.e. interest in the character. 
Show me a character — good or evil or, better, somewhere in between 

whose future I'm interested in knowing about (may he die a thou- 
sand deaths for what he's done or may she find her soulmate because 
she's such a beautiful or lost person), and I’m hooked. 

Here's where most adventure games still continue to fall flat. The 
storytelling is usually so linear, in terms of imaginable outcomes for 
any given situation, that "playing" ends up feeling more like the narra- 
tive equivalent of going through a software debugging routine than it 
does like any kind of involvement in a story; and the characterization 
is usually so rudimentary that it takes way too much effort on the play- 
er's part to convince him- or herself that it’s worth caring one way or 
another about a particular character's fate. 

As mentioned above, there have been exceptions to this failure from 
day one in the genre: Planetfall, Leisure Suit Larry, the Space Quest 
series, Secret of Monkey Island, TimeQuest, Return to Zork and 
Gabriel Knight are just a few games where in one way or another, the 
fundamental principles of storytelling and/or characterization have 
been at least touched on. 


It's the real thing 

Beneath a Steel Sky — Virgin's latest offering to people interested 
in a real graphics adventure game rather than a push-the-button CD- 
ROM graphics animation demonstration — is in a class with the 
above-mentioned adventure games on these fronts, even if graphically 
and sonically it might rate an "average" score in comparison with 
other companies’ most recent efforts. While the story is at one level 
just one long chase scene — the game's protagonist, Rob, has crash- 
landed in a futuristic city in the sky and is suspected of sabotage by 
that city's security agency, LINC, and thus has as his main goal escape 
from the city — at another level it’s about what such a techno-paradise 
might look like to someone whose choice has been to lead a simpler, 
non-techno existence (Rob's home is a place called "the Gap," a 
wilderness area beyond the city which is feared and detested by most 
of the city's inhabitants). As such, the story is effectively consistent, 
in that each of the scenes the player finds him or herself in with Rob 
suggests some sort of ironic commentary on urban techno-fetishism. 
The player is carried along in the game at the story level by encounter- 
ing each of the various urban-futuristic scenes along with Rob, and 
wonders what Rob will make of what he sees. 


Pal Joey 

At the level of characterization, the main interest in Beneath a Steel 
Sky is not Rob so much as it his his mechanical pal Joey, this game's 
version of Planetfall's Floyd. Like Floyd in the latter game, Joey is 
the main character's sidekick, and provides vivid sidekick-like com- 
y to accompany Rob's own reactions. Unlike Floyd, Joey's a 
bit more interactive, and is both capable of assisting Rob at various 
tasks and of being improved. Joey, you see, is an "artificial personali- 
ty construct," i.e. a chip on a card, and can be inserted into various 
hardware to get him running. He starts out as a vacuum cleaner, which 
he's not very happy about, and later gets the chance to be updated and 
improved. His wry comments on his current state of being are the core 
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of the more humorous side of the game. 

Unlike Floyd, Joey is also not the fawning puppy-dog type; his rela- 
tionship with Rob is an ambivalent one, and he often has to be encour- 
aged more than once to perform tasks for the latter. Sometimes when 
asked for advice he'll basically tell Rob to go take a hike, depending 
on his mood. He will frequently wander off on his own, and the player 
will have to wait for him to return. No indication so far in the preview 
whether or not Joey will do anything important during his own wan- 
derings, but I hope such will prove the case in the final version; he's 
an independent-enough little feller to deserve some glory on his own- 
some. 

So, given we're working from a preview, it's pretty clear that at the 
level of story and characterization, at least, Revolution Software — the 
people designing the game for Virgin — are doing their best to pay 
attention. While the dialogue isn't Eugene O'Neill, by the way, nei- 
ther is it Beavis and Butthead — generally of high enough quality not 
to prove embarrassing to either the designers or the player. 


Interface: 
It all boils down to two buttons 

At the level of interface, Beneath a Steel Sky looks to be simplicity 
incarnate: like Origin’s Ultima VII, the game relies almost entirely on 
the two mouse buttons (a function key calls up a saves/gamespeed/etc. 
options menu) for interaction. And like Sierra’s games, there’s a hot- 
point menu bar at the top of the screen used for both object and con- 
versational activity. Moving the mouse pointer up to the top of the 
screen will open up a bar that provides either objects to manipulate or 
conversational choices. In the main screen, the mouse pointer changes 
to a text label for objects that are clickable; clicking with the left but- 
ton provides Rob’s comments on what he sees, and clicking with the 
right manipulates the object, or if an object is in hand, combines one 
object with another. To put it simply, the right mouse button is a “do” 
button and the left one a “say” button. Not quite as elegant as either of 
the above-mentioned companies’ interfaces, but one that becomes 
effectively transparent quickly enough. 


Sight and sound 

While the graphics and sound seem a bit less sophisticated than 
the cutting edge standard, Beneath a Steel Sky nevertheless looks to 
have merits on both fronts. Most scenes are much more lively than 
the static presentations typical of the genre, with fans turning, 
machinery operating, some sort of activity going on in many of the 
scenes (note: this scenic activity seems to diminish somewhat at later 
levels of the game, something that is hopefully due to the fact that 
we're working from preview copy). Sound effects from this activity 
sometimes carries over from scene to scene; for instance, at the 
beginning, the player can still hear Hobbins' lathe operating from the 
transport room next door, — a nice touch. Once again, it seems clear 
that the designers have concentrated not so much on graphics and 
sonic pizzazz as on doing things with the graphics and sound that 
liven up the gameworld, a much more intelligent choice from a 
gamer’s standpoint. 

Beneath a Steel Sky looks like fun — a carefully designed adven- 
ture game that might not have a lot of wow factor at first glance, but 
which definitely grows on ya the more time is spent with it.Q 
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PREVIEW 


THEY DO THEM 
Gerald Warfield previews Dark Legions. 


ou position your fighters (if you can use that word for such a 

gruesome array of creatures) on the south end of the battlefield, 

and somewhere to the north are massed the forces of the 
enemy. Twenty three fighter types are available: nine males, eight 
females, and six of indeterminate sex, most looking as if they'd be more 
at home in your nightmares than on a battlefield. In the beta version I 
played, only the berserker, the wizard, and the troll had been installed: 
all men, unless one sees some psychological significance in the gaping 
skull the berserker wears over his crotch. (7 hear that was digitized from 
a photo of Joel Billings taken immediately after he realized what SSI's 
ending its relationship with TSR might mean... - Ed) Hmm.... 

Dark Legions (DL) is for two players, each of whom can be set as 
human or computer. If you opt for two humans your opponent uses 
the other end of the keyboard (the arrows pad), or one of your joy- 
sticks, or plays by modem. If you opt for two computers you sit back 
and watch the action. In most cases, however, it'll be a human (you) 
vs. the computer, so be warned: the computer is fast. You'll have to 
know your controls very well. 


Defeat the Orb Holder 

Combat is in real time and strictly one-on-one. Your objective is to 
keep up these individual battles until you defeat your opponent's “orb 
holder" (or he creams yours first). I couldn't tell which of the enemy 
combatants was the orb holder, but in the finished version of the game 
there is a "go to orb holder" command, so presumably you can close in 
on the head honcho rather than leaving it to luck. 

In the initial screen you are asked to set the number of “credit” 
points. Default is 400 and you can go from 50 to 1,000. This has a 
direct bearing on how many fighters you can have since each one costs 
forty-five credits (presumably your opponent is restricted to the same 
number). You can select as many as you like from any of the different 
types, as long as you have enough credits. A click on the pictures will 
give their vital stats: life, regeneration, strength, stamina, and move- 
ment points, and a colorful story about how they came to be such mean 
fighting machines. There are also some nifty-looking rings available in 
the character screens, which doubtless endow their wearers with lethal 
powers; but alas, they were not available in the beta version I played. 

In the second screen you place your fighters on the battlefield, the 
south end if you are player number one and the north end if you are 
player number two. Next, you designate one of them as your “orb 
holder." To do this, click on the dot at the bottom of the icon group 
(upper right of the playing screen), and then on the square in which the 
designee is standing. Because of the three-quarters view of the playing 
field, if you click on the figure itself then you are probably clicking too 
high (on the square just beyond that figure), which will give you the 
"orb holder not chosen" message. In the initial placement of the com- 
batants you should give maximum protection to the orb holder; in 
other words, surround he, she, or it with fearless butt-kickers. 


Advancing On the Enemy 

Now the game begins: a click on each of your fighters brings up a 
grid showing their available moves. Trolls can move a maximum of 
three squares in any direction, wizards four, and berserkers five. You 
cannot move into a square already occupied by one of your own fight- 
ers, and movement is also restricted by the terrain (things like big 
rocks get in the way). When the range of one of your fighters overlaps 
the range of an enemy fighter you get the message “an enemy comes 
into sight" and that fighter becomes visible. Your fighter will be 
stopped in a square just outside the enemy fighter's range. Often that 
is short of the square you'd originally planned to move into. You still 
have the choice of moving forward the rest of your possible squares, 
but you also have the option of backing out of range — a nice touch. 
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the new strategy game from SSI 


With "normal" view you have a three-quarters overhead perspec- 
tive, but of an area too small to see all your warriors unless you have 
them bunched together. In this view movement takes a long time. 
You click on a space and the warrior struts to the spot. The motions 
are realistic, even amusing, but eventually you'll want to change to the 
wide-screen overhead view where your players are reduced to icons, 
and where you can thus place them instantaneously. 

On either side of the screen two stone gargoyles glower across the 
playing field. Click on either and you get a variety of options like 
changing the perspective (to overview), character stats, keystroke 
assignments for combat, and exit to the main menu. 

At the beginning of the game you have the option of advancing on an 
enemy you cannot see (yet) or lying in wait as they advance towards you. 
In the final version you'll have the option of setting traps at your end of 
the battlefield that will summarily exterminate any enemies who tread 
thereupon (sort of like land mines). But don't forget where you put them, 
because they'll just as readily dispatch your own loyal subjects. 

Over all, the battle field is sixteen by thirty-six squares. The view- 
ing window is moved across it by taking the cursor to the edge of the 
screen. Switching to the overhead view reveals a larger area; here all 
the figures are represented by icons. If you remember that the icons for 
player two are slightly rounded whereas the icons for player one have 
sharp edges they are easy to tell apart. A click on your own fighters 
will reveal their stats; enemy fighters are not so accommodating. 


Battle Strategy 

When you enter a square occupied by an enemy, the scene changes 
to an overhead view, displaying just the two fighters in a small arena: 
mostly a rectangle with some rocks and other terrain. When those two 
fighters come within ten paces of one another the view closes in for 
more detailed action. There are no long range weapons, except for 
those “built in" to each character. For instance, wizards can shoot fire- 
balls all the way across the battle field, if unobstructed. Since wizards 
are otherwise weak you'll want to use these to keep their adversaries at 
a distance. The fireballs, which can be launched only in the direction 
the wizard is facing, paralyzes the opponent for a moment while the 
wizard regains his strength. Hit and life points are indicated at the bot- 
tom of the screen by green and red bars. You can tell ifa hit was 
effective by a splatter of blood or by a reduction in the green bar. 

The only way an enemy fighter can engage your orb holder is to 
move into the same square. Combat involving the orb holder can be a 
game-deciding battle, so make sure that any challengers have to get 
through your other fighters first. If you are pitted against a computer, 
try luring your opponents onto the rocks. They can hang up there and 
be dispatched at your leisure (this may change in the final design). 
And as a final tidbit of battle technique: never turn your back on a 
fighter within hacking range except to execute a circular swing. 

After you've found a combination of fighters you like, be sure to 
save so you won't have to go through selection and placement again. 
Saving during the course of combat is not possible, but if you find a 
preliminary battle configuration you like, a timely save will facilitate 
the rematches. 

Like Silicon Knights" previous Fantasy Empires, Dark Legions is a 
game you'll very likely play numerous times. Keep the number of com- 
batants low and the games will be fairly brief, sometimes just minutes 
long. Opt for the maximum, twenty two, and you will have many battles 
with a diverse array of opponents. Large numbers of fighters can be 
unwieldy, but “marching orders" can be automated (use the green globe). 

Strategic Simulations, Inc., and Silicon Knights currently project 
that DL will be out in March. When all the fighters, combat and 
defense mechanisms are in place the result should be a “monster” 
arcade game with some very interesting twists. D 
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Capture territory. 
for the glory of 
the Emperor! 

In 1942, The 
Pacific Air War, 
you can command Japanese forces, too. The sky's the limit 
as you perform gravity-twisting air combat maneuvers in 
your Zero. Drop 800 kg bombs on heavily defended U.S. 
carriers. And take on the same death-defying challenges 
that World War II Japanese fighter pilots faced. 


I9 


THE PACIFIC AIR WAR" 


Your tour of duty includes some of the most heroic 
battles ever fought. Battles that will push your skills to 
the limit as you master WW II air combat in an innovative 
Virtual Cockpit. 


1942, The Pacific Air War from MicroProse. Who says you 
can’t fight for both sides? 


KICK BUTT. The battles of Coral Sea, Midway, Eastern 
Solomons, Santa Cruz, and the Philippine Sea! 


PILOT any of 3 historically-accurate Japanese planes, each 
with its own cockpit and flight characteristics! 


SWEAT over the comprehensive strategy for all naval forces! 
GO HEAD-TO-HEAD against a friend via modem! 


© 1994 MicroProse. ALL RIGHTS RESERVED. 
For IBM-PC/Compatibles & CD-ROM. 1-800-879-PLAY. 


It’s apt 
The. South Pacii 


Defend the U.S. 
honor! In 1942, 


The Pacific Air 
War take full 
command of U.S. 
forces. The sky's the limit as you pilot Corsairs and Wildcats 


THE PACIFIC AIR WAR" 


in gravity-twisting air-to-air combat. Drop 1000 Ib bombs on 


heavily defended Japanese carriers. And take on the same 
death-defying challenges that World War || American fighter 
pilots faced. 


Your tour of duty includes some of the most heroic 
battles ever fought. Battles that will push your skills to 
the limit as you master WW Il air combat in an innovative 
Virtual Cockpit. 
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1942, The Pacific Air War from MicroProse. Who says 
you can't fight for both sides? 


KICK BUTT. The battles of Coral Sea, Midway, Eastern 
Solomons, Santa Cruz, and the Philippine Sea! 


PILOT any of 7 historically-accurate U.S. planes, each with 
its own cockpit and flight characteristics! 


SWEAT over the comprehensive strategy for all naval forces! 
GO HEAD-TO-HEAD against a friend via modem! 


© 1994 MicroProse. ALL RIGHTS RESERVED. 
For IBM-PC/Compatibles & CD-ROM. 1-800-879-PLAY. 
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In February, MicroProse, off intravenous 
reporter to examine the "patient." Here 


econd chances. Bo Jackson, Mikhail Gorbachev and Magic + 

Ss: know all about them. Notorieties all, they were Profi le by Dr. M 
lucky enough to have been granted a second lease on life 

after staring adversity straight in the eye. They overcame career 

threatening dilemmas due, in large part, to sheer determination, 

strength of will and raw courage. An indelible testament to the human IEW 

spirit, no doubt. 

Companies, it turns out, fare no differently than personalities when 
it comes to facing calamity. In 1993, software giant MicroProse 
(MPS) understood all too well how exasperating an overextended bal- 
ance sheet could prove. They too spent a considerable amount of time 
painted in the proverbial “red” corner, at one point their cash reserves 
near total exhaustion. According to the medical chart, MPS was sick 
and near death. The pinebox was being readied. 

One year later, the patient has been financially revived and is, I’m 
glad to say, in better health. MPS has recovered from their monetary 
malady, a bed check by the doctors at Spectrum HoloByte (SH) in no 
small way having saved the impoverished patient. It seems house calls 
haven't gone the way of the dinosaurs. Well, at least not yet. 

In the meantime, let's see what the Strategy Plus lab tests have 
yielded. 

“Calling Dr. Howard, Dr. Fein, Dr. Dultz".. 


Slide #1: So Doctor, 
Is it MicroByte or SpectruProse? 

News is finally trickling in regarding the details of the merger 
between privately held Spectrum HoloByte and publicly owned 
MicroProse. Here's what has been formally announced by Patrick 
Feely, CEO of Spectrum HoloByte and Ronald J. Bueche, CEO of 
MicroProse, Inc.: 

“On December 14th, 1993 MicroProse (NASDAQ: MPRS) stock- 
holders ratified the merger at their annual stockholders meeting and 
Spectrum HoloByte shareholders approved the merger by written con- 
sent. 

“Under the terms of the merger, former Spectrum HoloByte share- 
holders received 0.60 shares of MicroProse, Inc. common stock for 
each share of Spectrum HoloByte common stock held by them. As a 
result, former Spectrum HoloByte shareholders received a total of 
approximately 10,191,400 shares of MicroProse, Inc. common stock, 
representing approximately 60% of the total number of shares of 
MicroProse, Inc. common stock that will be outstanding immediately 
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MICROSCOPE 


medication, invited our roving medical 
now, the good doctor's conclusions... 


arc 4 Daffy’ Du itz after the merger. The merger will be accounted for as a purchase trans- 
action. 


"In connection with the merger, present Spectrum HoloByte direc- 
tors will occupy eight of ten board seats of the combined company. 
Patrick S. Feely has been named chief executive officer of 
RADE HEAT MicroProse, Inc.; Frank E. Murnane as chief financial officer; Barry 
TES ET Ln James Folsom as president and chief technical officer; and Gilman G. 
Louie as chairman of the MicroProse, Inc. board of directors. Each of 
these individuals had served in the same capacity with Spectrum 
HoloByte. 

“MicroProse, Inc.'s principal executive offices will be located in 
the current Spectrum HoloByte offices in Alameda, California. The 
offices of the MicroProse Division will remain at the current 
MicroProse site in Hunt Valley, Maryland." 

Since the announcement, SH has wielded the cost-cutting axe and 
performed some interesting corporate downsizing. In February, SH 
promptly dismissed Mr. Folsom and pink slipped twenty of their own 
employees located in Alameda, CA. This came as an anti-climactic 
development, considering that many at MPS had feared the worst 
would come instead at the Hunt Valley site. 

Since the merger, only one designer, Jeff Johannigman (Master 
of Orion), has left MPS, although his departure was due in large 
part to the formation of a new game publishing house, Excalibur 
Games, a sister company to Simtex Inc., located down in Austin, 
Texas. Have no fear. MPS still plans on distributing the fantasy 
based MoO sequel, Masters of Magic, which is due out later this 
year. 


Slide #2: Great Expectations 

Several factors led to the MicroProse debacle. As Matt Fick, one of. 
the Product Managers for MPS indicated, “we did find ourselves in 
some cash situations that we needed to rectify. I don't know that 
you can directly attribute it (the fiscal problems) to strictly coin op 
(coin operated video games ventures). I think that it was a number 
of things, all of which kind of happened at once and not all directly 
related to internal forces, either. There were outside market forces 
of increased competition and shorter (product) shelf life. Games 
were getting more expensive and you weren't getting more for the 
game. Putting out a game now required five disks where (earlier 
games) like F-117A required only one disk. We weren't getting a 
tremendously greater margin for a significantly larger cost of goods. 
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Masters of Magic: A fantasy-based sequel to Master of Orion 


“MicroProse has always put good products out but we just got 
into a situation where we put out too many products in general," 
laments Fick. "They weren't as focused as they should have been." 

Bill Stealey, then President of MPS, knew he needed some out- 
side intervention if he was going to save the company. While at the 
1993 Summer CES, Stealey shunned the spotlight and traditional 
handshaking, instead seeking out financial help for his beloved com- 
pany. 

According to Fick, “Bill had met with Gilman (Gilman Louie, 
Chairman of Spectrum HoloByte), and the discussions happened 
rather quickly. They talked at CES and did the agreement to merge 
in July, so we're only talking about a month and a half's time frame. 
In the deal, certain parameters were set and I think Bill pretty much 
realized that someone else would run the business. 

Fortunately for MPS, SH had at their disposal a great deal of 
resources to insure that the merger would be successful. “Look at 
the players that are involved from Spectrum's standpoint," Fick 
points out. “They have people like AT&T Venture Capital Group, 
Paramount, Kleiner, Perkins, Caufield & Byers, there's some pretty 
heavy hitters in the industry within this company [now]." 
Comforting news, considering how close to fiscal surgery MPS 
found themselves. 


Slide #3: One Plus One Sequels Two 

The SH cash infusion — coupled with some rather insightful mar- 
keting ploys — should yield MicroProse a decidedly stronger near 
term future. The company was deeply aware that it needed to per- 
form some repositioning if they were going to recoup some of their 
former glory. 

If any software publisher understands the value of product serial- 
ization, it’s MPS. Many of their 1994 releases will be follow-on 
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efforts to previously released titles. Apart from Across the Rhine, 
Subwar 2050, Dragonsphere, and F-14 Fleet Defender, the titles 
of their near-term projects suggest a more conservative marketing 
strategy at work. New World Colonization (Civilization 2), 
World Circuit 2, Coaches Club Football 2, M1 Tank Platoon 2, 
1943, Air War Over Europe (1942, The Pacific Air War 2), and 
Masters of Magic (Master of Orion 2) are but a few of the new 
and improved mousetraps in the offing. Keep in mind that this list 
fails to include the numerous iterations of such proven MPS staples 
as F-15 Strike Eagle, Silent Service, F-117A Stealth Fighter and 
Gunship. 

Although product reincarnation seems to be the order of the day 
at MPS, that conservative philosophy sits well with the company, at 
least for the near future. Fick, 37, elaborates. 

“That’s one of the things we want to try and do in the future 
which we haven't really done in the past — taking Civilization and 
doing Colonization right away, within a year after the project, and 
not two or three years later. All of the simulations have planned 
scenarios in the works, and will come out shortly after the game is 
introduced; which, in turn, extends the shelf life of a product.” 

Gary Almes, 28, recently promoted to Director of Public 
Relations for MPS, comments upon the increased use of product 
serialization as a means to effect greater market share. “We will do 
sequels, but they'll be technology driven. When the technology 
advances to the point where we can greatly enhance gameplay 
value, that’s when we'll introduce a sequel.” Although the newly 
created MPS/SH pool of merged talent has increased exponentially, 
much debate is still being waged as to whether MicroProse’s simu- 
lations will ever be incorporated into Spectrum HoloByte’s visionary 
EBS series, or whether MPS will remain on track and produce a 
steady stream of their own tight designs. “The games we feel are the 
core, the real heroes,” states Fick, "we're going to concentrate and 
make [them into] big titles.” 

Certainly consumer expectations played a role in MPS's re-evalu- 
ation of its market position. The importing of product from 
MicroProse U.K., their development house in England, has been re- 
examined acutely as well. Fick explains: "They've (MPS U.K.) 
done less development now than they've ever done in the past 
We've not had success taking their titles and bringing them here. 
What MicroProse U.S. customers expected was different. Not bet- 
ter, not worse, or whatever. Just different. When we released Air 
Duel or Jump Jet, people automatically placed expectations on 
those products of an F-15SE III, and that wasn't fair. We were ina 
situation where we were putting out product, and we were 
MicroProse, and it was a flight sim. It was diluting what 
MicroProse stood for." 

While their importing efforts have met with consternation, MPS 
has had an easier time exporting their U.S. developments overseas. 
Fick comments, “..it’s much easier for us to go over there than it is 
for them to come over here.” Fortune has smiled on the MPS U.S. 
exports. 


Slide #4: War! Huuuh! What is it Good For? 

For MPS, the business of war happens to make good business 
sense. For years, the company has earned its reputation producing 
detailed military simulations. ngs certainly won't change any- 
time soon for the MPS out-patient 

Jim Day certainly knows his way around the battlefield, for 
instance. A longtime boardgame designer (Panzer, 88, Armor, 
MBT, IDF) recently turned computer game producer (Across the 
Rhine), Jim comments on his latest effort, M-1 Tank Platoon II 
(M-11II): 

“Night time encounters will be very commonplace in M-1II. You 
would look for opportunties to fight at night as the Americans. 
You're going to be markedly superior (to the enemy) where you just 
want to get into battle and use your assets". 

M-1II will borrow many of the design elements pioneered in 
Across the Rhine (AtR). Specifically, the game will be rendered in 
640x480x256 color SVGA graphics. Like AtR, the game will make 
extensive use of the technologicaladvances achieved since the origi- 
nal M-1 game was released. Both texture mapping and Gouraud 
shading will be incorporated into M-1II, as well as the multiple 
command and viewing mode windows prevalent in the AtR design. 
Network and modem play is anticipated as well. Equally important, 
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M-11T's design will be tailored for both individual mission play and 
linked missions within a campaign backdrop 

Tank warfare won't be the only simulation eligible for a facelift. Ed 
Fletcher, the producer of the well-received 1942, The Pacific Air 
War, will transplant his WWII flight simulation over to the European 
theatre. Dubbed 1943, Air War Over Europe, the flight simulation 
will feature modem play and incorporate both individual and campaign 
based missions. Although the game is still in its infancy, it will most 
probably serve as the yardstick by which other WWII Europe based 
flight sims will be measured. Many of the innovations introduced into 
the 1942 design will again be prevalent in the sequel. 


Slide #5: Altogether Now... 
"It's a New World after all" 

Sid Meier happens to be one of the few game designers that proba- 
bly needs no introduction. In case you've been holed up in a cave the 
last few years sharing breakfast with some really isolated proto- 
Neanderthals, you'll remember that his recent design credits include 
the likes of Railroad Tycoon, Pirates, CPU Bach and the phenome- 
nally successful Civilization. While his on-again, off-again Civil War 
game has been buried temporarily at the Tomb of the Unknown 
Soldier, “El Sid,” with the help of lead programmer Paul Reynolds, is 
now fast toiling away on his latest endeavor, New World 
Colonization (NWC). 

Unlike Civilization, NWC will not follow the entire annals of 
known history. Instead, the game begins around 1500 A.D. and culmi- 
nates around the time of the American Revolution, when one’s efforts 
at nurturing a flourishing American colony slowly becomes stymied 
by an increasingly aggressive European crown 

Initially, players will be able to explore the “New World” (either the 
western hemisphere or a random map can be opted) from either the 
standpoint of the English, French, Dutch, or Spanish. The choice of 
explorers pla; central role within the architecture of the game. If 
one chooses the Spanish conquistadores, for example, the game's 
focus is on the search for treasure. Eng pioneers, on the other 
hand, are more intent upon settling and "clearing" the newly explored 
territories, while the French trappers are more interested in trading 


with the nearby Indian communities. The various Indian cultures play 
a critical role in the overall scheme of NWC, since they can either 
befriend, bewilder or betray the colonists' best laid plans. 

Like Civilization, players accumulate information on the world 
through constant exploration. Scouting treks into the hinterlands slow- 
ly transform the map from a morass of oceanic uncertainty into a car- 
tographer's dreamscape. 

By cleverly culling the best aspects of Civilization and incorporat- 
ing them in the context of a race to dominate and colonize the New 
World, Lewis and Clark, er, Sid and Paul, are intent upon repeating 
their earlier success. Good luck guys. Just steer clear of Death Valley 
and take a pass on Donner's Pass. 


Slide #6: Could You 
Speak into the Calculator, Please? 

MicroProse has introduced quality interactive adventure games for 
some time now. Doug Kaufman, 34, is no stranger to the MPS design 
process. His storyline credits include the likes of Darklands, some 
work on the coin-op simulation B.O.T.S.S. and some product develop- 
ment on Command H.Q.. The producer and storyline developer of 
their latest adventure title, Dragonsphere, Doug explains that the 
game involves traveling through different medieval lands and interact- 
ing with a multitude of characters, in the hope of foiling the attempts 
of an evil dragon to escape his spherical confines. 

Utilizing their proven MADS (MicroProse Adventure Development 
System) interface, Dragonsphere features some diabolically clever 
puzzles and dialogue-deciphering techniques which help set the game 
apart from others in its genre. 

Kaufman discusses his first graphic adventure design: “I had in my 
head that I could make puzzles with dialogues. You could talk to 
somebody and his response would be cryptic, or he could be feeding 
you clues of some kind and you’d have to choose the right things to 
say to him, but it became apparent to me part way through the process 
that it wasn’t possible, because you could save and restore and try 
every combination of answers, so there [would really be] no puzzle to 
the conversations.” Mathematically, the conversational tree became a 
nightmare, due to the multitude of responses and counter-responses 
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necessary to carry off the process. 

Doug's decision was then to implement, as he describes it, ‘logic 
leaps.' "The characters are not using words that are familiar to you, 
they're using grammatical constructions that you've heard before. If 
you can say “Ahh” where he's said “XYZ” before and that meant so and 
so, and now he's saying *AYZ," I now understand that “Y” is a connec- 
tor of some kind. I can probably guess what he's saying to me". 

Elementary, my dear Mr. Kaufman, or is it Mr. DGIMLGW? 


Slide #7: Best Little War House in Texas 

As I touched on earlier, Jeff Johannigman, 33, left MPS to form a 
new company called Excalibur Games down in Texas. He's currently 
working on a fascinating project entitled Worlds of War (WoW)! In 
a nutshell, as Jeff puts it “we're trying to create the ultimate set of toy 
soldiers for the computer, with fully animated soldiers, tanks, and 
ships running in a real-time environment." The game will have a Sim 
City feel to it, since unit types will evolve along the lines of more 
modern units such as hover tanks and walkers. 

Jeff's partner over at Simtex, Steve Barcia, is currently working on 
the sequel to Master of Orion, entitled Masters of Magic (MoM). 
Steve, 30, sheds a little insight on MoM: “MoM is a god-like game 
closer to Civilization than Master of Orion, inasmuch as there are 
cities to be built which include forty-seven different types of struc- 
tures." These cities produce different types of magical power, an 
important aspect to the sequel. The player is cast as one of fourteen 
types of wizards, specializing in one of five different types of magic 
(Nature, Chaos, Sorcery, Life and Death) on one of two worlds; Prime 
and Mirror (the evil side of Prime). 

To quote the MoM info sheet we obtained, "the player must decide 
the destiny of the races he or she controls, making decisions on how 
city resources are allocated, where armies will be deployed and which 
wizards one will fight and which to ally themselves with. Early deci- 
sions center around the rapid development of one's hamlet into a thriv- 
ing city; which spells to start researching; and which neutral cities to 
conquer. However, the true challenge begins when contact is made 
s must be formulated to man- 


with other wizards, as complex strateg 
age diplomacy, growth and expansion." 


My Findings: A Company Back In Focus 

So what are my pseudo-scientific findings on MicroProse? I’m glad 
you asked, Monsieur Pasteur and Madame Curie! MicroProse 

impr. d this surgically-gowned voyeur. Very much so, in fact 
When you consider all the near term projects as well as those still 
germinating in the “petrie dish," it’s a good bet that MPS is now 
poised to produce some astounding technical marvels in the coming 


years 

Hmmm. I wonder if I should present these startling results to the 
New England Journal of Medicine for publication? Nah, too much 
fact checking there for my taste. They'll want to do a controlled study 
to corroborate my findings. Maybe Ill just reach for a brewski and 
say I did. Yeah! That's it! Heck, during those time consuming med- 
ical studies, I’m sure most of the 4.M.A. leaf through Strategy Plus 
anyways <wink>. Q 
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If it were any more real, your 
chair would be in a 30° bank. Our 
new Microsoft’ Flight Simulator" 
has four planes, each with its own 
instrument panel created digitally 
from actual photographs. There are 
storm clouds and sunsets to fly 
into. Crashes are scarily real. And 
you can fly to airports anywhere 
in the world. Its just one of the real- 
istic simulations we have waiting for 
you to take control. Everything is at 


your reseller. So, take off. 


ft Corp. Flight Simulator is a trademark of Bruce A. Artwick 


TAIS Month in: 


“War is a game where you win every time, save one. " 
Rene Quinton, “Soldier’s Testament," 


hile this is my third Command Post, the first two 
W were taken up with interviews, and this is the 

first chance I’ve had to write some editorial commen- 
tary. Marc and Steve have "suggested" that I keep the personal bull 
to a minimum, so IIl just have to sneak a few items in here and 
there as we go along. ;-) 

One “featurette” I plan on instituting is a monthly quote, like the 

one that started this column. There's no particular reason for it, 
other than to add a little culture into the rather hedonistic lifestyle of 
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cone to settle our rivalry! 
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the typical wargamer <G>. If any of you have got a favorite little 
nugget like this that you'd like to see printed, let me know and Ill 
be glad to plagiarize. 


Don’t be a stranger 

Which reminds me, those of you on CompuServe can reach me at 
address 73243,1257 in the GAMERS Forum, where I plan on steal- 
ing most of my ideas for this column. E-mail gets expensive so I 
can't promise to answer anything other than a forum message and, 
even then, my day job (at IBM) and family (wife, two teenage sons, 
no pets) might occupy enough time to delay or prohibit a response. 
Be patient, though, and let me hear any concerns you've got about 
war/strategy games (wish lists, trends, opinions, gripes, etc). (Ed 
note: all online material on CompuServe is copyright so John will of 
course get permissions to reprint where necessary and appropriate, 
according to the rules indicated on the service... won't you, John?) 


Putting a hex on hexes 

Just to start things off, here's one of my wargaming gripes: 
hexes. There are 360 degrees to a circle, but only six sides to a hex. 
This means that any game that uses hexes to govern facing, move- 
ment and/or ranges automatically has its accuracy reduced by about 
80%! (Yeah, that sounds about right). Hexes served a purpose 
once, back in the days of mapboards, cardboard armies and dice, but 
now? Back then, a hexgrid superimposed over a map was the only 
practical way to govern movement and firing ranges, while keeping 
the rules reasonably simple. The truly dedicated gamer who desired 
greater realism could forget the cardboard and instead go the minia- 
tures route, but the bookkeeping was incredible; an entire afternoon 
could be consumed by a single turn as players measured distances, 
evaluated terrain, rolled dice and argued about the outcomes. Then 
came computers and, with them, the need for all this bookkeeping 
evaporated (well not really, but it was all done by the computer, 
which was just as good). Today, wargames are usually pretty good 
at utilizing the computer's data storage capacity (but not always — 
which is why you often need to make lists and notes for a game). On 
the other hand, there seem to be an awful lot of programmers out 
there who haven't caught on to the fact that computers can also 
crunch this data a lot better and faster than humans can. Hence, 
we've still got maps covered with (sometimes invisible) hexgrids. 

The really odd thing about this is that fifteen years ago, just as the 
first computers were entering private homes, Colonel Trevor Dupuy 
(USA, retired), co-author of The Military Encyclopedia (among oth- 
ers), wrote a book called Numbers, Predictions and War (Subtitle: 
Using History to Evaluate Combat Factors and Predict the Outcome 
of Battles — 1979, Bobbs-Merrill Company, Inc. ISBN 0-672- 
52131-8). The book is the final result of a series of studies Dupuy 
and others made for the US Defense Department and the British 
Defense Operational Analysis Establishment, which resulted in a 
method of reducing "everything" that could influence a battle to a 
system of numbers that could be plugged into various standardized 
formulae. This system was tested using various historical battles as 
benchmarks (95% accuracy), and it received its final validation by 
accurately predicting the course of the Arab-Israeli October War of 
1973 (except that no one in his right mind would have thought the 
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Egyptians would halt their advance as soon as they crossed to the 
east shore of the Suez). 

The interesting thing here is that, in his preface, Dupuy specifi- 
cally mentions the wargamer-hobbyist as one of his target audi- 
ences; my point being that there has never been any mathematical 
necessity for hexgrids to exist in computerized wargames. The 
mathematical framework for an accurate and realistic treatment of 
battle has existed as long as we have had home computers, if anyone 
had cared to use it. It’s not as if wargame programmers have to 
invent the wheel; they just have to utilize it. Even so, hexes are still 
commonplace, and even squares are not unusual. Laziness? 
Ignorance? Tradition? I assume there's a reason, but no one's ever 
explained just what it is. 


Welcome to Mongolia 

Now that I’ve got that off my chest, I’ve just received an 
"advance beta" of Koei's Genghis Khan 2 (by the way, an “advance 
beta" is what reviewers receive when the publishers are gambling 
that packaging, documentation and programming can all be thrown 
together in time to hit the store shelves before the review can see 
print). It looks, umm, "interesting." 

Somewhere in the late 12th Century, Mongolia (which sits 
between China and Siberia) was divided into several tribal "states" 
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(to use the term loosely), something like the city-states of contem- 
porary Germany and Italy. Temujin, son of a slain tribal chief and 
followed only by members of his immediate family, somehow man- 
aged to gain a following and defeat each of the other states, thus 
unifying Mongolia. Taking the name “Genghis” and titled “Khan” 
(Supreme Ruler), he and his successors then began what may be his- 
tory’s swiftest and most complete campaign of world conquest. At 
a time when Europe’s Crusades could barely get off the ground, the 
Golden Horde swept out of Mongolia to the south and west, steam- 
rolling over everything in their path. In the east and south only 
Japan and India held out, while in the west, the conquest of Russia 
took only a year, followed by rampages through eastern Europe. 
Western Europe was saved, quite literally at the last minute, when 
the ruling Khan died and the Horde hurried back to Mongolia. 

If nothing else, the folks at Koei have chutzpah; the scale and 
sweep of GK2 is absolutely incredible, It deals with individual per- 
sonalities by the dozen, ranging from Temujin himself to John of 
England, and the geographical limits encompass all of the Eurasian 
landmass plus Japan, North Africa and the British Isles. Koei final- 
ly looks to be using some of the latest technology, with at least 
some soundboard support and more advanced graphics, but they still 
haven't entered *SVGA-dom". In fact, the resolution appears to be 
barely VGA. 

I should mention, by the way, that it’s been quite a while since 
I’ve played a Koei game; long enough that I really can’t make any 
detailed comparisons between GK2, Romance Of The Three 
Kingdoms 2, or Nobunaga’s Ambition 2. Even so, I do remember 
enough to be able to say that veteran Koei players will feel pretty 
comfortable with GK2's system and interface. 

Matters dealt with here include the buying and selling of com- 
modities, marriage of children (you can die as much as you want in 
the game and still live on through your descendants, just so long as 
the deceased character has a male heir of at least ten years of age), 
naming your children, recruiting, training and maintaining your 
army, and diplomatic and military affairs. 

There are four scenarios. The first involves the unification of 
Mongolia, the second and third concern the conquest of Eurasia, and 
the fourth is a combination of the first three. Turns are only a year 
long so, to repeat myself, the scale can be almost overwhelming. If 
you opt to view or direct the tactical battles, you would be doing 
yourself a favor by turning off the option for viewing battles hap- 
pening in other places in the world. Allowing all battles to run in 
real time would take forever. 

I can see two things that hurt this game. The first is purely cul- 
tural: the era, location and subject are fairly obscure to Westerners, 
and very few Europeans and (especially) Americans are going to be 
jumping up and down in excitement over GK2's release. The sec- 
ond is more subjective, and quite possibly reflects a flaw in my 
character rather than in the game. I found some of the *conversa- 
tions" conducted by the computer-controlled characters to be a little 
"cute." For example, a leader wounded in battle is apt to say “Uhh, 
you got me...,” a phrase I’ve heard only while playing Cowboys and 
Indians at age 5, and in bad gangster movies of the ‘30s (“Yuh got 
me, Copper!"). I know this is a very minor point, but I did find it 
threw my suspension of disbelief just a little off. 


And now 
a sneak preview... 

Also received is a beta of SSG’s eagerly-awaited Warlords 2 
Scenario Builder. This beta looks pretty complete, but the included 
documentation mentions that nothing can yet be considered so. It’s 
far-enough along, though, that I’ve had a lot of fun playing with it 
and, to answer a frequently-asked (on CompuServe) question, yes, 
you can edit the pictures of elephants to make them look like tanks. 
Why you would want to, though, is beyond me. Anyway, it looks 
like all the graphics will be “editable” in the final version, including 
city graphics. As with all SSG’s other games, in fact, literally 
everything about a scenario can be edited. SSG’s new Warroom 
system of AI doesn’t seem to make an appearance, though, so the 
quality of the AI is still out of the player’s reach; this, however, has 
never been a major concern for aficionados. As with the Carriers 
At War Construction Kit, installation of the W2SB will also 
upgrade the game's main program to the latest version (1.02a, in 
this example). QO 
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ARCHON ULTRA 


any of us did not start gaming on 
gleaming 486/33s equipped with 
SVGA graphics and a Sound- 


Blaster card. I started playing computer 
games on an Apple IIc with a then astound- 
ing 128K of RAM. Of all the amazing 
games (now quaint classics) back then, one 
of my favorites was an action/strategy game 
called Archon. Realizing a sure thing, SS/ 
has reassembled the original team and has 
created an updated and slightly improved 
version of the original 

Trying to describe Archon Ultra is one of 
the more difficult aspects of the game. It is a 
battle of good versus evil played out in arcade 
fashion on an altered chessboard. That is a 
brief summary, but does describe the game in 
a nutshell. 

The side one commands depends on how 
saintly one is feeling. The pure of heart typi- 
cally choose the Light, with forces such as the 
phoenix, genie and valkyries. The more devil- 
ish among us ally with the Dark, using crea- 
tures such as dragons, banshees and the 
intriguing shapeshifter, which changes into a 
duplicate of whichever piece it fights. 

The game is best explained as two smaller 
games in one. The strategic part takes place 
on the previously mentioned altered chess- 
board. The board is a two-dimensional nine 
by nine grid. What makes this playing field 
different is the inclusion of two special fea- 
tures: power points and square color. 


Not Power Ups 

Power points are the best spots to be on the 
map. They serve two functions. They rapidly 
restore energy lost in battle and even more 
importantly, they protect from magic. Thus, 
powerful pieces have a habit of spending 
most of their time on the power points, where 
they are safe, one of the ironies that makes 
this game so much fun. 

Without square colors, this game would 
be reduced to a monster free for all with a 
complete lack of strategy. Instead, one third 
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of the pieces are black, one third are white 
and the most interesting squares are mutable, 
which slowly drift from one color to the 
other and back. 

The squares determine the strength of the 
pieces fighting. Light forces fight best on the 
white squares and the dark on the black ones. 
This introduces the element of strategy, as 
you cannot indiscriminately choose your tar- 
get. Player pieces thus tend to become more 
bold when the mutable squares are in their 
favor, and vice versa. 

The final element of strategy involves the 
use of magic. Each side has a leader who is 
a master mage. Each mage has seven spells 
Their effects range from reviving the dead 
to teleporting a piece clear across the field 
(except onto a power point). The only prob- 
lem is that each spell is usable only once. 

Unlike the original, which had one battle- 
field, Archon Ultra has three. The white 
squares look like a park, with trees and placid 
lakes. The neutral fields have cobblestone, 
stone spires and boiling oil. The dark squares 
are straight out of Dante, with pools of lava 


and blackened stalagmites everywhere. 

Each piece has two special abilities, with 
one always being an attack. The other ability 
ranges from a second attack to some sort of 
special defense. 

Combat is accomplished by pointing 
one’s character at the opponent and shooting 
whatever weapon one has. If a piece takes 
enough damage, it dies and the victor con- 
trols the square. It is possible to hide behind 
stone pillars, but the trees tend to die quickly 
in a battlefield. There are some obvious mis- 
matches, such as a goblin (the Dark’s can- 
non fodder) versus a phoenix, but victory is 
never guaranteed. 

It is possible to play versus the computer or 
another player. It is more convenient to play 
with two players on the same computer, 
although one is then required to use the key- 
board or mouse. However, a good feature is 
the ability to play over the modem. 

Archon Ultra makes allowances for new 
players. It is possible to help or hinder 
either side, so a beginner can help his side 
and hinder the enemy for a foot-wetting 
experience. 

All in all, SS/ has not only updated Archon 
but improved it as well. With VGA graphics 
and SoundBlaster support, the game looks 
and sounds great. A typical game lasts about 
half an hour, which can be the perfect amount 
of time. If even that time is too long, the 
game can be saved in progress. Q 


Steve Gordon 
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Published by: SSI 

Systems: IBM PC, 386 required, 386/25 rec- 
ommended, 2 MB of RAM required 
Graphics: VGA 256 color 

Supports: Mouse, Joystick, Keyboard, 
Modem 

Sound Support: SoundBlaster, Native Mode 
Gravis Ultrasound 

Players: One or Two 

Notes: Joystick highly recommended 


Strategy Plus 


sKedsiq v9A 10102-9652 Wal 


TANK HEAVEN, 


Prepare for armored conflict, past 
and present - any way you ent it! 


his incredible 
offering from 

SSI serves up lim- 
itless small-scale 
tactical armored 
confrontations 
using all of the 
various tanks and 
tools of mecha- 
nized warfare from 
1918 to 1991. 

In short, welcome 
to tank heaven! 
Our powerful 
random scenario 
generator allows 
you to create a 
custom map, 
choose one of 
three climates, 
pick opposing 
forces, and assign 
objectives for 
each combatant. 
Scenarios are 
created according 
to your specifica- 
tions, and no two 
scenarios will ever 
be exactly alike. 


- WARGAME CONSTRUCTION SET Ti 


(©1994 Strategic Simulations, Inc. All rights reserved, 


Not enough 
control for you? 
Then give the 
custom scenario 
editor a try. It 
places all the 
resources of the 
game under your 


T control — which 
- means the only 


limit to what you 
can create is your 


- own imagination! 


Of course, if 
you're not in the 
mood to create 
scenarios right 
away, there’s still 
plenty of intense 
armored action 
— over twenty 
ready-to-play 
historical scenarios 
wait to test your 
armored mettle! 


Available for 
IBM & 


COMPATIBLES. 


i 
7 
z 


ampaign II purports to represent 
the past fifty years of armored con- 
flict. Since I am always on the 


lookout for good computer wargames, I was 
eager to review this product. 

Opening the package, you find one disk, 
with all the files on it, and three manuals. One 
is a picture book full of images of various wars 
(none of which are captioned to provide a his- 
torical viewpoint), another is a small, but ade- 
quate game manual, and the third is a reference 
book which has a fairly complete set of (most- 
ly accurate) vehicle specifications used for 
copy protection as well as to determine vehicle 
strengths and weaknesses. 

Installation is straightforward. After 
enduring the inevitable animated introductory 
screen and credits, the opening menu is dis- 
played. The game is icon driven, with sym- 
bols to load/save, start/pause the game, 
change formation, etc. 


To Arms 

There are a series of short training scenar- 
ios which allow you to gradually improve 
your skills as a wafer warrior from a single 


weapon system, battalion sized unit to all 


arms formations of division size. I advise the 
casual or inexperienced wargamer to play 
these first. Otherwise, just go into the “ahis- 
torical” scenarios. You can choose from a 
variety of wars including The Six Day War, 
the Yom Kippur War, Viet Nam, Korea, and 
Desert Storm. These are all large, multi-divi- 
sion scenarios. 

You begin by issuing your orders to units. 
This is relatively easy. Just click on a unit 
with the left mouse button, then give it a 
direction and distance to go by moving the 
mouse and clicking the right button. 
Formations are changed by clicking on a box 
until you find ones you like. Units may uti- 
lize box, T, inverted T, column, and line for- 
mations, but others like wedge, vee, or eche- 


lon are not provided. As units move forward, 
they inform you if they spot enemy units, but 
the enemy location is not marked in any way, 
nor are you always informed which unit has 
spotted the enemy. 


Company, Halt! 

When opposing sides get close enough, the 
game stops and a display showing the relative 
size of the opposing forces is displayed. You 
can then choose whether or not you want to 
fight the battle or whether you want the com- 
puter to do so. If you select manual, you are 
presented with a map display indicating the 
locations of your units and any spotted enemy 
ones. The game pauses, allowing you to issue 
your orders. Only a total of sixteen vehicles 
from each side are displayed, although you 
can bring on reinforcements. 

To fight you issue orders to units in the 
same way as on the larger map. The map area 
is fixed. This is by far the weakest portion of 


Battle System 


36 of your soldiers killed 
during the battle 


MPAIGN II 


the game. The enemy tanks merely run around 
the battlefield. After you give your units 
orders, they go to the objective, then wander 
off again. The turrets circle aimlessly and, 
even if any enemy unit is well within range, 
they do not always fire. Control of the tanks is 
difficult: you have to push a number of keys, 
the combination of which does not always 
make sense. Fortunately, they can be reconfig- 
ured. Artillery and Air support may be called 
for, if available, by clicking on an icon. On the 
positive side, each vehicle in the game can be 
recognized for what it is, although there is not 
a lot of detail. 

After the battle is over, losses are reported 
and you are rated on your performance. This 
is trivialized by a series of happy, solemn, or 
sad faces and an exhortation to do better, if 
required. You then return to the overall level 
to continue. Unfortunately, the game is paused 
again, so you have to remember to start it 
again. I recommend you select automatic bat- 
tles, take your chances, and avoid the bother. 

The game is unsatisfactory at the individual 
tank and small unit level and poor at the larger 
unit level. You have to continually start and 
stop it during play. I know I am the only guy 
in the world without a sound card, but there is 
no support for internal speakers. The only 
thing I liked about the game was the lack of 
hexes, maps, and the terrain editing system. 

In conclusion, save your money or buy vir- 
tually any other military game on the market 
(except the Team Yankee series). 

Michael K. Robel 
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IBM is a trademark of International 
Business Machines. 


Rest 


Em 


ROMANCE OF THE 
THREE KINGDOMS lli 


(Note: the pale imitation of the parody of the 
illusion of the idea of the Chinese Master and 
Apprentice — actually something reconstruct- 
ed out of a Hans Christian Andersen fairy 
tale and then given Chinese-like names — is 
entirely Dave's bizarre hallucination. — Ed.) 


1 Stewart's Year of the Cat, the 
A: Wall visible from space and 
Sweet & Sour dishes. All different 


perspectives on the same country: China. 
There’s also the old joke about the blind 


Pers Dipl Info _ Devl 


37,Chai Sang 

Ruler: Sun Quan 
Master: Lu Meng 
Advisor: Lu Su 


Master 
what is your order for 


i Wessenger: 
Would you ally 
with us under 
this condition? 


Accept 
Advice 


Reject 
Inprison 


Terns 
Information | 


Master + what are your orders? 


smoker who went to a news agent and asked 
for Twenty Number Six (British cigarette 
brand) — but by mistake, he actually went 
into the Chinese shop next door and ended up 
with half a ton of ... 

“Inscrutable master, I come to learn the 
secret of Kung Fu.” Crack!, the sound of one 
hand clapping, against the cheek. “Fool,” 
uttered the blindman with Ping-Pong ball 
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eyes, "you're on the wrong channel. David 
Carradine no longer works here." 

"Listen to the secrets of the Ancients, young 
and foolish man with a red mark on your face. 
Circa late 2nd Century, the Chinese warlords 
Cao Cao, Liu Bei and Sun Yat- Sen ... oops! I 
mean Sun Quan fought to decide who would 
rule China. At that time China was split into 
some fifty city type states, each ruled by a gov- 
ernor. Everyone prepared for war, hiring and 
training troops and attacking each other." 

"But master, I am told that up to eight play- 


Plot Mkt Emer Opts f 


ers can play in the same game, yet you say 
only three Warlords. My abacus tells me that 
eight into three is very messy.” 

“Wisdom is not your forté, unenlightened 
one. Three Warlords control many minor 
warlords who are shared. Even when ruled, 
each man is his own master and follows his 
own destiny, sometimes switching masters as 
the wind changes direction. Think of a sheep 
dog guiding a flock of sheep. Do not count.” 

“Hold your breath still further, young one. 
As a leader, your role is to advance your mas- 
ter’s cause, subjugating all who oppose him. 
Your forces must brush aside any opposition 
like an elephant wading through a river. In 
ROTTK III, the key phrase is resource man- 
agement. Use your leaders wisely to recruit 
new troops and train them, to spy on other 
lords or to bribe and recruit them, and to 
develop your economy. Each leader is rated 
for charisma, fighting skill and other attribut- 
es. This will help you to choose the right 
leader for the job. “ 

“Honourable Sir, does that mean that I 
must conquer everywhere by force, putting all 


to the sword?” 

“No, aggressively unwise one. Force is just 
one of your options. Ally with those that are 
friendly. Bully those who are weaker and 
concentrate your troops against those who are 
a threat. Remember that you control one or 
more Warlords. Send out spies to reveal 
enemy strength, spend gold on building your 
economy, buying food when short or selling 
off the surplus and hiring troops and training 
them. Sometimes it is better to let others 
fight; then you swoop like a vulture to finish 
them off.” 

“Is my Master a pacifist?” Crack! “Unclog 
your ears, unblind your eyes, oh brainless 
possessor of twin red-marked cheeks. There 
comes a time when not fighting is like not 
breathing. When this happens, your forces 
will be engaged on a battlefield, often defend- 
ing or attacking a castle. Even then you may 
still win by bribery, so take plenty of gold. If 
you are outnumbered, try and split the enemy. 
Avoid letting the computer take control of all 
your units; do not delegate every one. The 
computer AI will sometimes fight injudi- 
ciously, although it could give my friend Sun 
Zu a lesson or two.” 

“Your wisdom is like a Wolfhound to my 
Beijinese master.” 

“For once you are right. Perhaps the butter- 
fly of wisdom has begun to whisper in your 
ear. Did I tell you about the eight scenarios, 
from the years 189 to 235?” 

“No, Master. But what are these numbers?” 

“I will explain Anno Domini another time. 
Are you familiar with mouse driven GUIs?” 

“Of course Master.” 

“Well, ROTTK III uses one of these. It 
appears playable by keyboard alone, but it 
might be easier to build the Great Wall out of 
Lego. All gameplay takes place on a map of 
China, with ancillary screens for Diplomacy 
and battles. There is never the feel of being 
totally in control. Imagine sitting on a buffa- 
lo, pointing it to a destination and hoping it 
will get there. Unusually, there is more depth 
to this game than breadth; easy to learn, hard 
to play well. “ 

“Thank you Master”. 

David Bolton 


Designed by: Kou Shibusawa 

Published by: Koei 

Systems: IBM PC & Compatible 
Requirements: VGA Display- 640 x 480 (16 
colour mode) It will possibly run on a 286 but 
not tested. Needs 3.5Mb of hard disk. 
Supports: SoundBlaster Card, 

Memory Note: Needs about 600 Kb of ram. 
With Dos 6.2 and DoubleSpace, the file DBL- 
SPACE.BIN should have its attributes cleared 
and the file renamed to anything else. This pre- 
vents its loading and using up 50Kb of ram. 
DOS has it hard-coded internally to load it. 
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[HERE 


GOES 


THE 


NEIGHBORHOOD, 


BUILD MANKIND’S FuTURE IN SPACE 


oom. Earth is destroyed by a 
B catastrophic event, and yov're re- 

sponsible for rebuilding civilization on 
another planet. Lucky you. Where you go 
and if you survive is up to you - there's a 
galaxy of possibilities. 

Based on NASA research in planetary 
science, robotics, terraforming, and 
interstellar spacecraft design, Outpost places 
you in control of the most comprehensive 
strategy simulation ever developed for the 
PC. No kidding. From the colonization 


See your local retailer or call 1-800-757-7707 
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starship to the robominers and monorail 
systems you'll use on the planet surface, 
Outpos!'s photo-realism and 3-D rendered 
animation are unprecedented. 


Develop agriculture, mining and manu- 
facturing to survive, and then invest in 
research and recreation facilities to make life 
more comfortable for your colonists - 
hopefully they'll be around long enough to 
enjoy it. Because, in the end, the decisions 
you make will determine the destiny of 
mankind. 


* FLIGHT 
= COMMANDER 


= Navigation 


Pilot of aircraft #0 
reports that the target 
bears 101 degrees 
(absolute), at a range 
of 15 miles. 


Friendly airbase bears 
270 degrees. 


fou are in command of the US Air 
Force mission over Iraq. Your target: 
Headquarters. You have four jets, with 
a variety of armament. Iraq has its own jets, 
though. You must dodge them and get through 
ground armament to reach your target. You’re 
in command; direct each jet to get to the goal. 
That’s just a sample of what you can find in 
Flight Commander (FC), Big Time Software's 
introduction into the Mac market. Unlike stan- 
dard flight simulators, where arcade action 
dominates over careful planning, FC empha- 
sizes strategy and organization. You’re chal- 
lenged, but you don’t have to learn dozens of 
indicators and hand contortions to survive. 


How Do You Play? 

You start out by selecting an existing sce- 
nario, or creating a new one. There are two 
types of scenarios: battles and campaigns. 
Battles are single-mission scenarios, while 
campaigns usually involve more than one mis- 
sion. FC comes with a tutorial battle and cam- 
paign, or you can create your own battle. 
When creating a new battle, you first specify 
the battle parameters. You declare what coun- 
try you’re working with, and what country 
you're attacking. You specify the number of 
aircraft you and the enemy have, along with 
the percentage deviation you permit (for exam- 
ple, three aircraft +- 60% may give you as 
many as five aircraft, or as few as one). You 
can tell FC to select the aircraft for you, or you 
may handle this chore yourself if you wish. 
You can specify whether you have radar con- 
trollers in the area or not; these let you detect 
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the enemy more quickly. You can also specify 
how far away the target is from your home 
base; this affects fuel availability, since your 
planes obviously need fuel to return to base. Of 
course, you also specify these settings for the 
other side. 

FC also lets you specify which side is 
human-controlled and which side is computer- 
controlled; there are three levels of computer 
ability. Since one side plays its turn, then the 


other side, you can play against a friend. 
Likewise, you can let the Mac play itself and 
perhaps get some tips. This selection only 
appears at the start of the game. During the 
game, though, you may elect to have the com- 
puter control some of your planes as well; you 
are always left with one plane to fly manually. 

Obviously, setting up a saved battle is less 
complicated, since the planes and mission have 
already been set up for you. You are still given 
the opportunity to select which side, or both 
s human. You are then briefed 
on the mission (again already set up for you), 
and you have at it. The current version of FC 
comes with several saved battles, including 
one as part of the tutorial section; we'll look at 
that in a moment. 


On the Campaign Trail 

Campaigns are set up slightly differently. 
The current version I have doesn’t let you cre- 
ate a new campaign (a single campaign is 
included for the tutorial), but the game comes 
with several pre-defined campaigns. Since 
campaigns consist of several missions, you 
must select which pilots from your crew will 
go on a given mission, The campaign simula- 
tion is amazingly life-like, in that you must 
deal with pilot fatigue, making sure pilots have 
the time to return to base before assigning 
them to another mission, and so forth. Pilots 
may be manually assigned planes, or plane 
assignment may be automatic. Pilots are also 
assigned to one of four groups, which deter- 
mines where each plane or set of planes attacks 


"Air Force Theater ( 


to 
status 


Squadron Leader 
URGENT 


(Your mission is to attack the enemy's local military 


headquarters bunker 
system, Int 

AAA sites in the target a 
Intelligence reporta that 
Use this to 


Check with navigator for final-approach vector to target 


Your forc 
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-10A Thunderbolt II 


your air forces outnumber those of 
our advantage 


consists of the following 
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command and 
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The Officially Licensed 


* More real set-ups, 

game play and graphics 
than any racing simulation 
ever had before. 


IBM PC screens shown. Actual screens may vary. 1 - 8 0 0 = 8 7 4 = 4 6 0 7 
a 


Distributed exclusively worldwide by Virgin Interactive Entertainment, Inc. + 18061 Fitch Avenue * Irvine, CA 92714 * USA 
IndyCar and the helmet logo are trademarks of The Indianapolis Motor Speedway Corporation, under exclusive license to Championship Auto Racing Teams, Inc. 
Indianapolis 5006: The Simulation is a trademark of The Indianapolis Motor Speedway Corporation. 
Indianapolis 500 is a registered trademark of The Indianapolis Motor Speedway 
E Papyrus is a trademark of Papyrus Design Group, Inc. * Virgin is a trademark of Virgin Enterprises, LTD. 
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from relative to the Lead group; the Advanced 
Reference section of the manual describes this 
in detail. Campaigns also differ from battles in 
that your supply of munitions is limited; for 
example, you may have four identical planes, 
but you may only have three ECM pods (these 
pods provide electronic cover from missiles, 
by fouling their guidance systems). From this 
point, each mission plays like a single battle. 


Missionary Position 

Missions may be ground-only missions, air- 
only, or a combination of the two. You want to 
know ahead of time as much as you can about 
the mission, so you can arm your aircraft 
appropriately (if you automatically select 
planes in a generated battle, armament is auto- 
matically selected for you as well). You need 
to keep your eyes on what type of plane and, 
more importantly, what kind of armament each 
plane has; you don't want to commit a plane 
with Air Intercept Missiles (AIM's) to ground 
attack. Each plane is committed to air attack or 
ground attack based on the selected target; the 
background changes from a pebbly brown 
(ground) to blue sky with clouds (air) depend- 
ing on the target selected.The main screen tells 
you whether you can lock on to an air target 
(assuming your plane has radar assistance), or 
whether an automatically-selected ground tar- 
get is within range. 


Target Acquisition 

To select a target, simply click on it. Large 
triangle-type arrows point in towards the tar- 
get; if you may fire on the target, the arrows 
turn red with yellow dots zooming in, alerting 
you that this is an active target. FC will auto- 
matically select an appropriate target for you, 
if possible, but you can change its assignment 
by clicking on a different target; the shape of 
the cursor tells you whether you can actually 
fire at the target or not. How you fire at a tar- 
get depends on the type of weapon. Radar- 
guided air-to-air missiles require you to spend 
at least one turn locking onto the target before 
you can fire at it. Heat-seeking missiles, on the 
other hand, can be fired whenever the target is 
in range; note that many heat-seekers must be 
fired from behind the target (since that's where 
the exhaust, the hottest part of a plane, is locat- 
ed). Ground-attack weapons, such as rockets or 
bombs, may be fired any time when the target 
is in range; you'll be told when that happens. 
Often you'll find yourself right next to a target; 
in cases like this, aircraft-mounted cannons are 
used automatically, if your aircraft has them. 
(Unlike other weapons, the type of aircraft 
determines whether or not it has cannons.) 

Weapons are always fired during the Give 
Orders phase. This includes your weapons, 
enemy aircraft fire, missiles launched from 
SAM (Surface-to-Air Missile) sites, and anti- 
aircraft guns. You always know how many tar- 
gets you're up against, as well as how many 
aircraft you have left, before you're ready to 
finish giving orders. Besides firing weapons, 
you also tell each aircraft pilot where to fly 
next. This is done with a simulated joystick on 
the left of the screen. All planes may roll left 
or right. In some games, you also specify pitch, 
or how much you “lean” forward or backward. 
Roll controls left and right directions, while 
pitch controls altitude. With a normal game, 
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you don't have to worry about altitude; this is 
one of several advanced options available from 
the main screen. 


Musical Chairs 

Once you're finished giving orders, it's the 
opponent's turn. If you're playing human 
against human, FC will give you a small alert 
telling you to switch seats and let your oppo- 
nent play. If you're playing against the com- 
puter, of course, it goes ahead and plays, firing 
missiles and what-not. Once the opponent is 
done, the game moves to the execution phase, 
where steering orders are performed, cannons 


and anti-aircraft guns fire, and detection (radar, 
infrared, visual spotting) occur. Detection is 
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novice/skilled/expert computer opponent set- 
tings. 


So Is It Any Good? 

I personally found FC quite enjoyable, and 
remarkably stable for an initial version. The 
graphics are simple, but more than adequate 
for the job (unless you demand fully rendered 
ray-tracings, which would probably distract 
from the game in this case). Sounds, are realis- 
tic both for important events and generic radio 
chatter (but if you find them distracting, you 
can selectively turn them off). 

As I said at the start, FC is not a flight simu- 
lator in the tradition of Spectrum Holobyte 's 
Falcon MC or Microsoft's Flight Simulator. 
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by a missile. 


P Missile Rttack Results 


Iraqi MiG-258 #0 was shot down 


important to both sides; it provides the ability 
for you to lock onto an opponent, or for him to 
do the same to you. 

Once the execution phase is complete, the 
whole thing starts over again, until you've 
completed your mission, or you give up. The 
mission ends when all attacking planes are 
destroyed, when all defending planes are 
destroyed (and it's an air-only mission), or you 
may end the mission yourself by selecting 
Head for Home from the File menu. At that 
point, you receive a Mission Debrief screen, 
informing you of damage done to either side, 
plus which side won a victory, and to what 
degree. 


Learn by Doing 

Eventually you'll get the hang of playing by 
these rules alone. The Advanced Options but- 
ton on the main screen gives you the ability to 
modify the game, adding complexity and, at 
least in theory, difficulty to the game. Some of 
these include adding altitude differences to the 
game, and movement phasing, where certain 
planes may be given orders during a separate 
advantaged phase, occurring just before the 
execution phase. Other options involve letting 
missiles and rockets take time to reach their tar- 
gets, produce reduced performance during 
high-G turns (i.e. turns that cause excessive G- 
forces), and allow the plane to stall. All these 
apply to both sides, and are separate from the 


= O 


It's not a quick-thinking type of game. Instead, 
it's a full-blown flight-oriented thinking per- 
son 's game. Games can be saved at any conve- 
nient spot, allowing for even greater thought 
(or for bathroom breaks) without having to 
worry about pumping your adrenaline back up. 
before resuming a game. FC's Data Library of 
planes and weaponry is complete (though not 
always available in some modes) and accurate, 
allowing the flight enthusiast to enjoy digging 
into the “nuts and bolts" of the planes, muni- 
tions, countries, and other technical details (7 
didn 't know planes had nuts... - Ed.). 

I thoroughly enjoyed FC, and look forward 
to the release of the game. Being one of those 
flight simulator challenged people, I enjoy a 
game which deals with details, but at my pace, 
not the gam: FC pays off in this area; it 
gives me a challenge, but I can answer the 
phone or the doorbell without worrying about 
going down in flames. Well, it gives me one 
less excuse for doing that, at least.Q 

Joe Sewell 


Designed by: Charles Moylan 

Published by: Big Time Software, Inc 
Systems: Mac 

Requirements: Mac Plus or higher, system 
6.0.5 or newer, floppy drive, hard drive 
Graphics: Color or monochrome 

Sound: not required 

Supports: Mouse, Keyboard 
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"The designers of this simulation have done their homework and have 
provided anyone who fancies railroads with a chance to make their dreams 
come true." Model Railroader 


"...clearly one of the best simulations of any type - indeed, one of the best 
games in general - to appear in a very long time." PC Strategy Guide 


"here's a nomination for computer game of the year... It's one product that 
is definitely right on track." Chicago Tribune 


Overall Game of the Year; "... a lifetime of gaming in one product... CGW's 
Game of the Yearis rcognized because of its unique subject matter, excellent 
presentation, and exceptional game paly." Computer Gaming World 


"If not the best, Railroad Tycoon is certainly among the best computer 
games ever created..." Game Players 


"thoroughly engrossing... may well be the game of the year." Video Games 
& Computer Entertainment 
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HONEST REVIEWS 

TIMELY PREVIEWS 

CUTTING EDGE DESIGN NOTES 
DETAILED GAME HINTS 
IN-DEPTH STRATEGIC ADVICE 


Strategy Plus writers are hard-core gamers who give their honest 
opinion of games they have played at length. We give you the 
previews as soon as the information on titles such as Patriot, Star 
Trek: The Next Generation, Aces Over Europe, Warlords 2, and 
Might & Magic 5 is available. Game designers Chris Crawford of 
Patton Strikes Back, Dan Bunten of Global Conquest, Bruce 
Shelley of Civilization, Mark Baldwin of Empire Deluxe, John 
Almberg of Worlds at War and many others, bring you up to date 
as the design process unfolds. They share their design decisions 
with you, what's in the game, what might be included and what's 
been excluded. After the previews, design articles, and reviews we 
i give you detailed game hints and complete walkthroughs for 

games such as Indiana Jones and the Fate of Atlantis, The Dagger 
1 of Amon Ra, Ultima 7 Black Gate, Wizardry Crusaders of the Dark 
1 Savant, and Might & Magic 4: Clouds of Xeen. The Perfect 
! General, Civilization, Railroad Tycoon, Empire Deluxe, V for 
| Victory, Power Monger, Great Naval Battles and similar games, 
! get coverage with in-depth strategic advice. Computer Games 

Strategy Plus includes previews, reviews, design articles, game 
hints, and in-depth play advice for the newest IBM, Macintosh, 
4 Amiga, and CD-ROM based computer games. 
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Daemonsgate: A clunk in the night 


nca' Andy meanders once more into the maddening murk 

of adventure gaming, serving up commentary and vials of 

viper serum. Send your vials (hints) for the vicious vipers 
(puzzles) you find troublesome to Strategy Plus or Unca at 
71202,3451 on CompuServe. 

Gabriel Knight: Sins of the Fathers is once again the most popu- 
lar puzzle-adventure of the month (CD and floppy), although Star 
Trek: Judgment Rites is close behind. Dungeon Hack 
favorite D&D™ type hack & slash game. Quest for Glory 
of Darkness is the most popular role-playing adventure. 

Daemonsgate is a somewhat buggy, klunky and definitely disap- 
pointing role-playing game. If you have nothing better to play you 
might want to give it a look since it is playable, but word of mouth 
says to stay away 

The sequel to Betrayal at Krondor (still a frequently played role- 
playing adventure many months after its award-winning release) has 
been dropped by Sierra/Dynamix, who are reputed to be leaving the 
role-playing game business and concentrating on their simulations. 
What will happen to the sequel at this point is unknown. 

Role playing games with sound enhancements are beginning to 
appear on CD. One I’m looking forward to is Interplay’s Star Trek: 
25th Anniversary, which stars William Shatner, Leonard Nimoy and 
Deforest Kelly. Mac users say that Myst is one of the best adventure 
CD games of the year. There will soon be a conversion to IBM. 


Lost in Time 
My favorite CD puzzle-adventure of the month was Lost in Time 


"I HAVE H 
NG THE CITS 
ARM THEN I 


ECT BUTTON TO CONTINUE >> 


(Sierra/Coktel). The puzzles are knowledge-based rather than intuitiv 
so be warned. You have to know some rudimentary layman-type sci- 
ence, like the fact that acid from a car battery can eat through the tum- 
blers in a lock, and that wire wrapped around a metal rod and attached 
to a working car battery makes a nifty magnet. If you don’t know the 
science, you can still manipulate the items in the inventory to find 
solutions. 

Begin by finding items. Forget the trunk till much later in the game. 
Oil the bilge pump and find a corkscrew. Remove the poster on the 
wall with a wet sponge and use the corkscrew to open up a hole in the 
wall. Use the knife to make a step in post to get through the trap. 
Pulling a ring opens a secret panel, where you can find soap. The slid- 
ing door needs some shavings to make it slide smoothly. 

At the mansion use acid to open the gate. The bottle of vinegar 
behind the lighthouse will replenish the battery acid. Poke the cork out 

f the barrel, then put the barrel in inventory. Poke out the key and 
make an electromagnet to get the key and open the door. Use foil on 
the fuse. Use the portrait on the round hole on the steps of the strange 
building. Enter the age of the deceased. Use the barrel on the ground to 
get the bottle. Use cork on can on beam above bottles. Poke out light- 
house window with turn spit to get hose. Tie hose to Lighthouse door 
and tie other end to rail on elevator, and push button of elevator. In 
the Lighthouse, get shoe, and key in shoe to unlock basement door. 
Get glass shard. Turn water on. Look through spyglass at ship in 


ocean. Click on ship. (Can you tell Andy used to play Infocom?? - Ed.) 


Click again for a close-up view. Note the three drawings, and back- 
ground colors. It’s a code for opening trunk in the elevator building. 


Star Trek: Judgment Rites: Still going .... 
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Oar opens cabinet. Search for kerosene at top of Lighthouse. Use razor 
on curtain. Go to basement, use tube of rust-remover on algae, then 
scrape algae with glass shard. Use can of rust remover on opening. Use 
turn spit on opening to open gate. Fill the well to get the cork. (Repair 
hose with fiber-glass and resin. After getting cork, use razor on hose to 
get a blunt instrument). Go to boat, use shoe to bail it out. Use rag on 
leak, and then cork. Use oar on boat. At the fisherman's hut, use bread 
soaked in sauce on roof. Birds eating bread will knock buoy off roof. 
Voila! 


Sam & Max Hit the Road 

Begin this most bizarre but entertaining adventure by following 
the mouse to a stash of cash and a bulb in the closet. Use Max (the 
rabbit) on the kitten (messenger) to trigger the carnival. Go to the 
various hamburger joints. Buy the Pecan candy. Steal the restroom 
key. At the carnival get the hand in a jar, a patch of fur and then win 
the Wack-A-Rat game to get a flashlight for your bulb. There's a 
lens near the Wack-A-Rat for the viewer in the Ball of Twine (attach 
the wires to it, too). Ride the Tunnel of Love and use flashlight and 
then Max on the Control Panel. Pull Henry's beard to find the 
Mole-man. 

An item from Lost and Found will trigger Fish World. An item 
from Trixie's trailer triggers Gator World. A conversation at Fish 
World will trigger the Ball of Twine. Get a bent wrench from the 
Twine mentalist and return to Fish World to get to the Twine kitchen 
to get some twine. Notice the helicopter taking loads of fish there? 
Notice the large fish near the water that one can climb into? Notice 
the fisherman pulling in fish and throwing them in the pile the heli- 
copter picks up? 

At Gator World get the golf-ball retriever. After Max gets thrown 
in the dunker, use the alligators as stepping stones. Drive fish rather 
than golf-balls to place the alligators. The dunker has a door. Open it 
and get the snow globe. Then go to the Vortex. Make sure you step 
through the mirror. Match colors to doors and chat with Shuv-Ooohl. 
He has lost his mood ring. He will tell you where it is and how to get 
it. (Visit one of the hamburger places to find someone who can open 
the hand jar for you). 

Return to Uncle Shuv-Ooohl and he'll tell you what to do at Frog 
Rock. You have picked up the three different patches of Sasquatch 
fur, haven't you (one at the Carnival, another at the Vortex, and 
another at Gator World)? Frog Rock will show up on the map after 
you've seen it through the repaired viewer on top of the Twine ball 

After Bumpusville shows up, explore it, read a book about robot 
programming, distract Lee Harvey by using the Robot to trip the alarm. 
Then play with the virtual reality machine. Defeat the dragon (using 
Max) and get a key. Free Trixie and Bruno. Follow them to the Savage 
Jungle Resort, pick up some brochures from Evelyn Morrison. Visit 
Celebrity Veggies to get a Conroy look-a-like, swap it Indiana Jones 
style for the wig back in Bumpusville. Visit Mt. Rushmore, use the 
retriever and container (and Max) on the Tarpit while bungee-jumping. 
Shave the mammoth. By now you should have everything you need to 
make a Big-Foot disguise. Give the bouncer something Max stole from 
a burger joint to get by him. Atthe party, pick up a bottle of booze 
(you need the cork for the Sno-ball). Go to the kitchen and pick up the 
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Lost in Time: Fun with battery acid 


ice-pick. Show Conroy your disguise and lock him in the freezer. 

Solve the totem puzzles. You need a Vortex inside the sno-ball, a 
Mammoth’s tooth, something from Vegetable Veggies, and oh, yes... 
a human sacrifice. Now, what couple on ice do you know who are 
expendable? 


Indiana Jones and the Fate of Atlantis 

The submarine has four controls: Reverse, Speed, Direction, and 
Depth. The objective is to guide the sub into the airlock. Get near the 
airlock, then have it go past it from right to left. Go to full stop. 
Reverse. The sub should slide into the airlock. You may need to exper- 
iment with the proper depth, and use the direction wheel to get near the 
lock. Left side of wheel turns left, right side turns right. 


Quest for Glory: Shadows of Darkness 

This is an excellent fully animated role-playing game. The follow- 
ing hints are for beginning with the fighter. In the bone room, search 
all the bodies, light a torch. Go north to the heart room. Get sword and 
shield, go south to pit room. Cross pit hand over hand. Go west to 
cave mouth, Exit to cave path to town by clicking on squid disk. Go 
west to Swamp. Go north until blocked and then go east and then go 
north to town gate. Along the way practice picking up and throwing 
rocks; pick up any objects you find. 

Go through gate. Go north along West Main Street. Speak to 
Burgomeister. Go into Inn, speak to Innkeeper, exit Inn, enter shop. 
Talk to Shopkeeper, buy rations. Ask Burgomeister about 
Adventurers guild. Go North. Talk to gravedigger. Enter 
Adventurer’s Guild. Practice on Stair stepper, pick up rope and click it 
on hook in ceiling and practice climbing. Open Emergency Weapon 
Box and get better sword (if you have strength of 300). Return to Inn 
and eat and sleep. Eat in the morning and practice skills and explore. 

So there ‘tis — see you next month!Q) 
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Shadows of Darkness: Leave no stone unthrown 
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HINTS & TIPS 


In the first of a two part series, Nick Svolos gives a 
little friendly advice on staying a few steps ahead of 
the bad guys when playing the new shooter ... 


the complex, a Demon howled, its cries echoing eerily down 

the hallways. Jones looked down the corridor. It stretched 
out before him, its depths hidden in darkness. He started down it at 
arun. There was another corridor branching off to the right. He 
slowed as he came to it, listening. There was movement, just 
around the corner. He could hear a panting, stumbling, foot-drag- 
ging sound. Quickly, he checked the safety on his shotgun. His 
eyes came back up and stared into the face of horror. 

The thing he faced had once been Ricky Smith, from the Second 
Platoon. Ricky had been assigned to the first team sent into Phobos 
base to investigate the recent loss of communications. Ricky, like 
the others in his squad, didn't seem to have made out so well. 

Jones looked into one of the Ricky-thing's empty eye sockets. A 
maggot crawled deeper into the dead man's head. The rifle the 
Ricky-thing held shifted, its muzzle coming to point at Jones' chest. 
Jones’ finger tensed reflexively on the trigger and the shotgun 
barked. The Ricky-thing cartwheeled back into the darkness... 


T^ Jones eased around the corner. Somewhere within 


Abandon all hope... 

By now, most of those who have had an interest in Doom have had an 
opportunity to download it and try it out. This has resulted in countless 
hours spent in front of PCs, lost productivity, overworked networks and 
at least a couple of failed marriages. I’m sad to report that there is no 
cure for this, short of completing all the levels of all three episodes 
offered by id software. The good news is that now the modem module 
will soon be available (no doubt by the time this sees print), so those of 
us who don't have home networks and don't dare try to get away with 
playing this game at work, can now bring some company into the depths 
of Hell with us. This will be a relief to many, but I fear the effect on this 
Nation's telephone infrastructure. 

In this article I will examine the features of this fine game, and 
explore some of the tactics that will help you finish it, and perhaps 
bring fame and glory to your name as a NetDoom Champion. In 
this issue, I’1] deal with the basics - the monsters and the weapons 
you'll use to disassemble them. In the next issue, I’ll try to teach 
you how to even the odds a bit. 
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Basic Training... 

For those of you who haven't taken the plunge yet, or are still going 
through the learning curve, Ill briefly discuss the game's features, 
weapons and monsters. 

The weapons are pretty straightforward. You start the game with a 
pistol, which is just powerful enough to make your first kills and 
upgrade your weaponry a bit. You also have a set of brass knuckles, 
but this is definitely a weapon of last resort. Using the pistol is fairly 
simple, but at longer ranges it can be difficult to hit your target. 
Players of Wolfenstein beware: you will actually have to aim in this 
game. Fortunately, the interface is now smooth enough to allow you 
to draw a bead on your target, and it works effectively. 

Your best bet, when armed only with a pistol, is to try to creep up 
on your intended victim and shorten the range as much as you can. 
Empty several shots into him, as it takes more than one for most mon- 
sters. Your first target should be one of the enemy Sergeants; they 
carry shotguns, and you want one real bad. 

The shotgun will be your primary weapon throughout the game. It 
is efficient on ammo, and does a lot of damage at close range. An 
additional benefit is that it fires a wide burst at longer ranges. This 
does less damage, but still packs a healthy punch and helps to soften 
up the hordes of bad guys that will be heading your way. Its major 
drawback is that it’s a pump-style shotgun, which means you can only 
get off one shot every second or so. 

Another handy toy that you'll come across is the Chain Gun. This 
little baby eats up your ammo at an alarming rate, but is well worth it 
when you open a door to face the hordes of Hell itself. The embodi- 
ment of the phrase, "Spray and pray," this weapon is just the ticket for 
mowing down large numbers quickly. It is probably overkill to use it 
on single targets, but overkill can be fun. It fires the same ammunition 
as your pistol, and as such it still takes several hits to down a foe, but 
it's fun to watch *em dance. 

One of the game's favorite tactics is to pack a room full of bad guys 
with nothing to read. This makes them both uncomfortable and 
unpleasant. So, when you come along and open the door to the room, 
guess who gets the blame? It's a good idea to have the Chain Gun out 
and to be ready to backpedal while firing at such massed walls of 
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demonic meat. 

The rocket launcher is fun to play with, but its ammo is scarce. It's 
best to save this weapon for those special times when you want to reach 
out and touch someone in a really big way. Be careful with this monster, 
too. Its blast radius is respectable, and firing it at a nearby target will 
probably kill you as well. More than once, I’ve managed to take myself 
out accidentally by shooting the wall I was standing near. Live and learn 

One more handy gadget that you won't want to leave home without 
is the Chainsaw. It has no range, and it doesn't come with a hockey 
mask, but it can't be beat when things get up close and personal. To 
use it, hold down the fire button as you run into your dance partner, 
and watch the pretty splatter. 

Other weapons are the Plasma Gun, which is a ball-lightning-firing 
version of the Chain Gun, and the BFG9000, which is similar to the 
Rocket Launcher but with more bang for the buck. These weapons are 
beautiful in operation, run off energy packs, and pack a nasty punch. 
They aren't found in episode one, though, so you have to buy the reg- 
istered version to play with them 


Bring on the bad guys... 

The most numerous and easy to kill are the reanimated bodies of the 
former human soldiers. These were the guys the Government sent in 
to retake Phobos and Deimos. Judging from their numbers, the Feds 
must've sent in a couple of Battalions. From the look of things, the 
soldiers got the worst of the deal. 

The normal troopers carry rifles and give up bullets when killed. 
The guys dressed in black were once sergeants, and carry shotguns. 
These guys will fall after a few shots from the pistol, and crumple 
quite nicely when you blast them with the shotgun. As always, 
remember to take time to loot the bodies. 

Next up on the nastiness level are the Imps. These are the brown, 
spiky humanoids that spit fireballs at you (as opposed to your high- 
school buddies, who fired spitballs atcha...). They are also pretty 
nasty in hand to hand combat. The best way to handle these guys is at 
a distance. Their fireballs move slowly enough to dodge, so you can 
have a few happy moments bouncing from side to side while pummel- 
ing them to death with shotgun fire 

The pink Demons, and their cousins, the Specter, don't shoot back. 
That's the good news. The bad news is that they move fast and can kill 
you with a couple of bites. To make matters worse you can't see the 
Specter; they look like a cloud of black specks. Fortunately, these guys 
have a distinctive bellow, so you can often make preparations before 
facing them. For the most part, the Chainsaw is the best protection 
against these guys, — just wait for their charge and let them have it. 
When surprised by them, or when they are discovered in a crowd of 
other monster types, you'll have to shoot them. It takes a good two or 
three shots from the shotgun to take one down. 

That's pretty much all you'll face in episode one. At the end of the 
episode, you'll go up against some really bad guys called the Barons of 
Hades. These guys also fire dodgeable fireballs, and take several rocket 
hits before dying. This is why you should save that rocket ammo. 

In later episodes, you will find the Cacodemons, large, floating 
Beholder-type things. They also fire fireballs, and are darn near 
impossible to kill. You run into some right away in Inferno, and your 
best bet is to run away until you find the shotgun. They take pistol fire 
like it was a gentle rain. Shotgun fire only annoys them. 

You will also run afoul of the Lost Souls in the registered version. 
These are floating, flaming skulls that attack physically. Singly, they 
aren't much of a nuisance. A couple of shotgun blasts will send them 
back to hell. They like to attack in swarms, however, and that can be a 
problem. Try to take them at range, if you can. 

There are a couple of new demons that serve as the end-of-episode 
Boss Monsters in Episodes Two and Three. One is a giant mechanical 
spider and the other is a demon Cyborg. Pretty nasty stuff. Make sure 
you have plenty of ammo before playing with them. 

The last monster is the most deadly of all. He has the ultimate AI. 
He carries the same weapons you do. He knows your moves, but you 
may not know all of his. He uses the terrain of the level as well as you 
do. You won't see him shambling slowly down a corridor; you may 
never see him at all. What is it? It's a human being, your opponent in 
the DeathMatch. We'll talk about how to beat him, as well as ways to 
tackle the other monsters, in the next article. 


Part two of this strategy guide will appear in the June issue. 
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s efficient on ammo, and does a lot of damage 
at close range. An additional benefit is that it fires a wide 
burst at longer ranges. This does less damage, but still 
packs a healthy punch. Its major drawback is that it’s a 
pump-style shotgun, which means you can only get off one 
shot every second or so. 
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is fun to play with, but its ammo is 
scarce. It’s best to save this weapon for those special 
times when you want to reach out and touch someone in a 
really big way. Use this weapon from a distance — its blast 
radius is respectable, and firing it at a nearby target will 
probably kill you as well. 


I : : 
Don't leave home without your . It has no range, 
and it doesn't come with a hockey mask, but it can't be beat 
when things get up close and personal. To use it, hold down 
the fire button as you run into your dance partner, and 
watch the pretty splatter. It is particularly useful against 
demons — just wait for their charge and let them have it! 
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FROM THE ID 


Geoff Keighley talks to the creators of 


December 10, 1993 was a special day in the 
annals of gaming; it was the day id Software's lat- 
est maze craze, DOOM, was finally released to 
the general public. DOOM was far from your 
average game, setting a new standard in computer 
gaming *virtually' overnight. Utilizing an incred- 
ibly powerful 3-D engine, DOOM has opened the 
door to a tidal wave of soon-to-be released 3-D/virtual reality type 
games. We felt it was only prudent to go right to the source, Jay 
Wilbur, CEO of id Software, and John Romero, programmer on 
DOOM. They were willing and ready to give us the scoop on 
DOOM and id's new bids. 


Geoff Keighley/Strategy Plus: Thanks for taking the time out of your 
schedule to sit down and chat with us. For the benefit of our readers 
who haven't heard of DOOM, please tell us a little about it. 


John Romero/id Software: Dark and futuristic, deadly and mythical, 
magical and dangerous. These words beg to be spoken when the sub- 
ject is DOOM, a virtual-reality action game the likes of which no one 
could possibly have dreamt — not in their worst nightmares or most 
inspired flights of imagination. DOOM is a frothy concoction of hor- 
ror, science fiction, and heart-pounding action mixed in an inter- 
dimensional warp speed blender. Bottoms up! 


S+: Yikes, after that description I'll be sleeping with the nightlight 
on tonight! Who originally came up with the idea for DOOM? Did 
it evolve from Wolfenstein-3D, or was it a totally new concept? 


Jay Wilbur: DOOM, as with all our games, was a group effort. 
Everyone at id is invited to take part in the creative process. While 
Sandy Petersen is responsible for the overall game design, he has lots 
of help from everyone at ‘casa id." 

John: The only elements that evolved from Wolf3D were the weapon 
view and basic gameplay elements. 


S+: Some players complained that DOOM's shareware episode didn’t 
have enough variety of monsters and scenery. Is there any reason for 
this? 


Jay: We felt it was balanced as released. The users did not. We have 
included Nightmare mode in v1.2 that should keep the hardcore play- 
ers happy. 

John: In Nightmare mode the bad guys do not stay dead! 


S+: In Episode 1 of DOOM, there is one room in which the floor has 
an indentation that resembles an inverted Nazi symbol. Does this have 
any significance in the game? 


Jay: Really bad place, really bad symbol! 
John: Yes, the Nazis are in Hell. It's where they belong, and, yes, 
they like it there. But seriously, I (John Romero) stuck the swastika in 
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there to provide a kind of “back reference" to our pong, I mean, previ- 
ous product, Wolfenstein 3-D. 


S+: Ok, now to the more pressing issues: of course, it would only be 
proper of us to ask you what future plans are in the works for DOOM. 
Any new episodes or add-ons scheduled? 


Jay: We will do a retail follow-up to DOOM to be released for 
Christmas that will pick up where DOOM shareware left off. We are 
in the process of doing a Jaguar port and every other 32-bit console 
maker has approached us about support for their platform. 


Soon after version stabilization we will release a rich set of tech- 
nical specs and perhaps a few of our DOS utilities into the public 


domain. This will allow people to create map, sound, graphic, etc. 
editors for them to make their own new material for DOOM. 

We will soon grow tired of DOOM and move on to the next great id 
Software product. It's too early to comment on it, so please don't bug 
us about it, yet.. 


S+: How will the commercial version of DOOM (due out later this 
year), differ from the original? 


Jay: It picks up where DOOM shareware left off. You are on Earth 
and the hell you just thought you cleaned up is here with you. It's 
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The F-14 Tomcat Simulation! 


It's all up to you! The skies are swarming with bandits. 


Only you stand between the threat and your carrier 
battle group. 


Lock on your radar and launch the Navy's advanced 
weapons to destroy the most sophisticated enemy 
targets ever developed for a MicroProse simulation. 
Roll, turn, climb, and dive to out-maneuver enemy 
aircraft using an artificial intelligence developed right 
out of Soviet and Third World military doctrine. 


© 1993 MicroProse Software, Inc. ALL RIGHTS RESERVED. 
For IBM-PC/Compatibles. 


Por TRE - 
Navy's FIRST 


LINE OF 
DEFENSE. 


Actual screens may vary. 


A computer-controlled wingman responds 
to your every command. And, you'll 
interact with strike packages that include 
F/A-18 Hornets, A-6 Intruders, A-7 Corsairs 
and E-2C Hawkeye AWACS. 


Featuring the latest in 3-D terrain technology 
derived from digitized information taken from 
LANDSAT geological surveys, you'll pilot your 
F-14 through actual locations. 


Fleet Defender from MicroProse. We brought you 
the F-15 Strike Eagle, now try the F-14 Tomcat 
featuring the most authentically modeled F-14 
systems available anywhere outside of the Navy. 


Name: 


Address: 


City: State: Zip 
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back to work, tough man! 


John: It's going to be bigger than ever! We are in the process of cre- 
ating “DOOM: Hell on Earth" (working title), let's take a quick look 
at the specs, shall we? 

50 levels. That's right — 50. 

3 new monsters — one of them resurrects dead demons! 

Much, much, much, much, much better level design. 

ALL NEW GRAPHICS! 

ALL NEW MUSIC! 

* EVEN MORE SOUND EFFECTS! 


S+: id Software has committed itself to developing DOOM for the 
Atari Jaguar. Will DOOM appear on any other platforms? You've 
stated that id doesn't want to spend the time reworking DOOM for the 
CD platform, and would rather move onto newer games (hence no 
enhanced DOOM on CD), so I suspect that has something to do with 
DOOM not appearing on 3DO. But tell us, were there other reasons 
why the Jaguar was your "port of choice”? 


d Jay: Two reasons: 
Hard at work: id CEO Jay Wilbur 1. Price Point. The Jaguar is positioned to sell. 

2. Programmability. Our developers can program on the metal with 
the Jaguar and not hurt a thing. If one were to go to the hardware on 
the 3DO it is likely to crash with the next OS rev. [John: help me here] 
John: 2. The hardware. We like fitting our code within cartridge-sized 
constraints — it's fun. And the parallel-processing elements of pro- 
gramming on the Jaguar are much more fun to code than a straight- 
forward architecture. We don't like wasting space on a CD-ROM. 


S+: What future plans do you have for the DOOM engine? Are there 
any totally new concepts in the works? Will you license out the engine 
to other companies? 


Jay: We have licensed the DOOM engine to two groups who will 
develop products in connection with us; we will act as the publisher. 
This does not mean we will license the technology to anyone who 
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has money. We will not. The two teams developing with the 
DOOM engine were hand picked for the task. DO NOT SEND A 
FAX REQUESTING LICENSE INFORMATION ON THE DOOM 
TECHNOLOGY. IT IS NOT AVAILABLE. 


S+: Apogee Software has claimed that they have a 3-D engine in the 
works which is even better than DOOM 's 


are you already working on the "next leve 


re you aware of this and 
3-D engine? 


John: We've seen it. It's not better, it’s slower. And by the time they 
shab out a game with it, our next big game will be released! 


S+: In your opinion, what does the future of 3-D gaming hold for play- 
ers? Do you think it's in virtual reality? 


Jay: The hardware is not up to snuff yet. VR still has a way to go 
before it is to the point where the masses can enjoy it 

John: Very much so — but it's about a decade away before anyone 
has VR in their home at a reasonable price. Our next product will be 
geared toward virtual reality — it should be easy for current VR sys- 
tems to interface with the game, but we are primarily focusing our 
next product for PC's because everyone's got 'em and we gotta sur- 
vive, ya know? 


S: Personally, I think a 3-D engine such as DOOM 's would mesh 
perfectly with an adventure game setting. What's your opinion on 
something like this happening? 


Jay: You bet. It's not our bag, but it would work just fine. 


S+: Will you continue pursuing marketing plans that include a share- 
ware version of a game followed up by a purchasable advanced ver- 


sion? 


Jay: Yes, it is quite profitable! In the retail setting the developer is not 
the one rewarded for his efforts. It's the many middlemen who really 
make all the money. By going direct we have turned the tables and are 


seeing just rewards from our development efforts. 


S+: What's the significance, if any, of the company's name “id 
Software "? 


Jay: Read your Freud, or ask Romero to list the definition! 


S+: John, the definition please! 


John: id Vid n [] - L, it] (1924) : one of the three divisions of the 
psyche in psychoanalytic theory that is completely unconscious and is 
the source of psychic energy derived from instinctual needs and drives 
compare EGO, SUPEREGO 


S+: Good boy! Currently in the U.S. Senate, there is a great debate 
going on about violence in videogames. Now, admittedly, DOOM is 
quite violent, displaying some graphically violent scenes. What's id 
Software 's position on this issue? 


Jay: Offering the public information to help them make a good pur- 
chase is a good thing. I believe we should follow the lead of the sys- 
tem used for satellite TV broadcasts and note what is in the games 
(i.e., “this game contains violence and adult situations") and allow the 
buyer to make the decisions. 

We do not think it is the government's position to say who can and 
who cannot buy a game or who is and who is not old enough to play a 
certain title. 

As a parent I value and take very seriously the job of teaching my 
children the difference between right and wrong, reality and fantasy. 
I will be very upset (and will let my representatives know with my 
vote) if the government tries to step in and take that job from me. 


S+: Thanks for taking the time to chat with us! On behalf of all our 
readers, I want to thank you for making such an engrossing and enjoy- 


able game! Well done! 


Jay: We are here but to serve! Cà 
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through their cheeks! 

Although the story places the hero in a 
Transylvania type setting, complete with 
vampires, werewolves, ghosts and mad scien- 
tists, there are more laughs than chills. 
Which is not to say that the story isn't involv- 
ing. The monsters are appropriately fearful- 
looking, and the relationship between an ape 
and a little girl moved me to tears. Several 
other touching relationships develop over the 
course of play as well. 

The artists drew the background scenery 
and animated the hero realistically, but they 
drew many of the other characters as 
grotesques, delineating them in a very unreal- 
istic cartoon style in the process. 

The interface is very smooth for the most 
part. There is one glitch. When giving pie to 
Baba Yaga, the player has to go into the 
inventory to select the pie to give it to her 
when it is already in his hand. This is a very 
strange sequence and needlessly frustrating. 

The hero's tasks are similar to his tasks in 
other Quest adventures. He has to sleep at an 
Inn. He has to sit at the Inn table to get fed. 
He has to buy food and items at a store. A 
magical place of refuge is located in the mid- 
dle of the maze. At night the village gates are 
locked, but with a little climbing skill a hero 
can climb over the wall. These similarities 
are not bad things, but good things. They 
serve as familiar sign posts for those who 
have played other games in the series. 

The game begins in a commendable new 
manner as well. It’s sort of an initiation cere- 
mony. The hero has no inventory items, and 
must first explore a cave maze, fight a few 
monsters and solve a few puzzles before get- 
ting to the village where the game really 
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the various characters, giving the player up to 
four different games for the price of one. 

The first game in the series was immediate- 
ly popular, but Lori and Corey Cole, the cre- 
ators, have not rested on their laurels. 


hadows of Darkness is the fourth 
role-playing adventure in the Quest 
for Glory series. The series is unique 


in that it looks and plays much like a King’s 
Quest type puzzle-adventure, but adds simpli- 


fied role-playing elements. There are only three 
types of weapons and one type of armor avail- 
able for the fighting characters here, whereas in 
a Might and Magic there might be seemingly 
endless types of armor or weapons available. 
More than one spell is available for the mage, 
but nothing like the variety available in most 
other role-playing adventures. 

You can play four different character types 
(a fighter, mage, thief or a paladin —available 
for those who are importing a fighter or pal- 
adin from the third Quest for Glory). h 
character has a separate set of skills and attrib- 
utes, improvable with experience. Skill and 
attribute numbers increase as the character 
solves puzzles, kills monsters or participates in 
skill-building events. The fighter gets 
stronger, for example, if he works out with the 
medieval equivalent of a stair-stepper, throws 
rocks, or climbs ropes and/or trees. 


Bob, Carol, Ted or Alice 

Playing different characters changes the 
game. Special events, animations, rooms, skills 
and puzzles supplement the main story line for 


They've steadily improved each new release, 
listening to and incorporating the suggestions 
made by their many fans. Shadows of 
Darkness has several new improvements. 
One major improvement is that combat 
can now be either arcade or strategy (with the 
computer taking over the fighting). The game 
is also much larger than ever before, with 
many more logical puzzles to solve. 
Animations are more frequent and extensive. 
The game has large healthy helpings of 
humor. In fact, the game is so tongue in 
cheek, the authors' tongues often stick 


begins. He finds gold, weapons and armor 
along the way. 

The documentation is complete and 
includes a very amusing “Halloween Issue,” 
of Hero. Even the install process is made 
more painless, displaying funny things to read 
while installing disks. 

I highly recommend Shadows of 
Darkness. Lori and Corey provide a unique 
blend of puzzles and animated role-playing in 
all of their Quest for Glory adventure games 
but SoD tops them all.Q 

Andy Backer 


| Published by: Sierra On-Line, Inc. 
Designer/Writer/Directors: Lori Ann Cole, Corey Cole 
Producer: Oliver Brelsford 
Systems: IBM PC and compatibles 
Requirements: 386/25 Mhz processor, A hard drive with 20 MB. | 
free, 4MB RAM, MS-DOS 5.0 or 6.0, VGA graphics (WIN REQ: | 
386, WIN 3.1 VGA 640x480x256) 
Supports: Soundblaster, Adlib, Pro Audio Spectrum Plus or 16, 
Thunderboard, Roland MT-32 MS Snd Sys, Gen Midi 
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lone human against a horde of ugly 
liens. The theme is as old as the 
first pulp science fiction, but the 
success of movies such as the A/ien series 
shows that we still gobble it up. Alien 
Breed, from MicroLeague and Team 17, 
brings this theme to your computer screen. 
Alien Breed is an action game with an 
overhead view. You maneuver your on- 
screen persona through a maze-like space sta- 
tion which is overrun by some vaguely famil- 
iar-looking aliens. Not quite like the ones 
from the movies, but close. 


Details, details 

Control is via keyboard or joystick. The 
control keys are configurable; a nice feature 
which I used to duplicate a scheme present in 
many other games that I’ve played. Alien 
Breed has no save game ability, but at the 
start of every level there is a passcode which 
will transport the player to the beginning of 
that level. This avoids the drudgery of having 
to play through the early stages repeatedly in 
order to reach the current challenge, but isn't 
as convenient as a true save game system. 

Your goal is to find your way through a 
space ship and ultimately destroy the queen 
alien. Along the way you'll shoot oodles of 
baddies, pick up ammo to reload weapons, 
keys to unlock doors, first aid to restore 
health, 1-ups for extra ‘lives’, and credits. 
You will also find working Intex computer 
terminals. 


CocaPuter 

The Intex computer system is rather like a 
giant vending machine. You can use it to buy 
more powerful weapons (and a nice selection 
is available — I prefer the flamethrower) or 
hardware. Hardware includes a scanner to 
provide a map of the level (highly recom- 
mended!), ammo packs, key packs, first aid 
kits, and even extra lives, if you have the 
cash. Besides buying things from Intex you 
can also get a peek at a map of the level (in 
case you can't afford the scanner), refresh 
your memory (in fast dual-page burst mode? 
- Ed.) as to the goal for that particular level, 
and get a status report on how you're doing. 

Each level has a specific goal. Some are as 
simple as finding your way through the maze 
to an elevator down. Others end with a 
"boss" creature, though these tend not to be 
as difficult as their console platform brethren. 
Still others have more unique goals, such as 
shutting fire doors to contain explosions. 
Many of the levels end with a self-destruct 
sequence which will have you frantically run- 
ning through the hallways looking for the ele- 
vator out before the place goes up in smoke. 
Be ready for it, because if you get caught in 
the explosion, it's Game Over. 

Alien Breed provides a two player mode. 
You and a friend can team up against the alien 
hordes using either a joystick and the keyboard, 
or two joysticks (I was unable to test the two 
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joystick mode). This can be great fun, though 
the game suffers from the usual two-characters- 
on-one-screen problem; getting stuck because 
you're each trying to go in a different direction, 
and the screen can't scroll to follow you both. 
Still, two player mode is an amusing feature for 
a game such as this. 

One potential problem with the game 
(depending on your personal preferences) is 
the way aliens appear literally out of 
nowhere. I get frustrated when I enter a 
small, featureless room, defeat all the enemies 
in it, and I’m then attacked from inside as I 
stand in the doorway. There are access tun- 
nels, garbage tubes, and holes in the decking 
from which some aliens appear — this makes 
sense, and Team 17 should have had all aliens 
appear through such logical means. Also, the 
way keys work could be a bit more user 
friendly. A key is used whenever the charac- 
ter gets near a closed door. Facing doesn’t 
matter. In some narrow corridors I inadver- 
tently used keys in doors as I passed by them. 

These are all pretty minor nits to pick, and 
none got in my way of enjoying the game. 


Alien Breed isn’t going to win any awards. 
It doesn’t push the state of the art, nor is it a 
particularly original concept. However it is a 
good solid action game with decent graphics 
and good sound. If you’re a fan of the genre, 
AB’s eighteen levels will keep you up for a 
few solid nights (or weeks, depending on 
your skill level) of play. AB carries a sug- 
gested retail price of only $29.95. It’s a great 
way to blow off some steam after a hard day 
at the office. 


Peter Smith 


Designed by: Team 17, Ltd. 

Published by: Microleague Interactive 
Software 

Systems: 286 or Higher, 640K 
Requirements: DOS 3.0 or later, hard disk 
Graphics: VGA 

Sound: SoundBlaster or compatible 
Supports: Joystick, Keyboard 

Players: One or Two, Same Machine 
Notes: The version reviewed was incompati- 
ble with Pro Audio Spectrum-16 sound cards. 
MicroLeague has promised this will be fixed 
in the release version. 
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computer. Sure, I went out and pur- 

chased Twain’s World on CD-ROM 
because I’m a complete Mark Twain fan (I 
could mention that The Adventures Of 
Huckleberry Finn is the best piece of 
American Literature ever written, but that 
would not be relevant to this article, so I 
won't), but I’ve yet to try and read an entire 
novel on the computer screen 

I could say the same for movies. With 
little “windows” of actual video (based on 
current technology that will no doubt be 
changing), movies on a computer are more 
of an exercise in squinting than an enjoy- 
able experience. If I want to watch a movie 
I could rent one for $1.49 and get much bet- 
ter acting, writing, plotting, and production 
values than any $59.95 “cinematic” comput- 
er game can give me (not to mention being 
able to watch it on a big TV). This isn't 


E "ve never been able to read books on a 


Designed b Hyperbole Studios 
Published by:Media Vision 


Requirements: 486sx-20 or better, eight megabytes of RAM, 
640x480x256 color SVGA (65,536 colors recommended), CD-ROM | 
with a minimum transfer rate of 150 KB/sec, 8-bit sound card with 
Windows drivers (16-bit recommended), 10 MB of hard disk space, 
Windows 3.1 and MS-DOS 5.0 or higher. 
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necessarily a knock on the companies that 
produce these things, who after all are new 
to this sort of stuff and don’t have the 
resources (yet) that a major studio does. I 
will admit that the idea of interacting with a 
movie is intriguing (especially any movie 
starring Uma Thurman), but we're a long 
way from being able to do that. The game 
companies are getting better at making 
movies, though, as evidenced by Media 
Vision's Quantum Gate, a respectable 
attempt at computer cinema. For once, it 
comes across less like a movie script that 
didn't make the grade and more like an 
actual filmable movie. 


Mother, You're Dead 

Quantum Gate takes place in the year 
2057 and things are not looking very good 
for Mother Earth (does it ever? Will anyone 
ever release an optimistic futuristic game or 
movie?). It seems that we've really gone 
and done it this time: the world has only 
five years to live due to an impending envi- 
ronmental Armageddon. You are Drew 
Griffin, an ex-medical student who is run- 
ning from a tragic past and ends up joining 
the military on a mission to protect the min- 
ing outpost that is supposed to reverse the 
Earth's environmental death. This outpost 


is on a remote planet with a toxic atmos- 
phere and all sorts of deadly bugs that you 
must battle (kind of like beta testing, I 
guess). 

Something is amiss on this planet, 
though, and it's up to you to figure it out 
(but of course). Why, after a few days on 
the outpost, do people suddenly stop dream- 
ing? Why isn't there any armor for the 
fighting troops, just suits that provide them 
with oxygen? Why do the VR helmets used 
in combat malfunction, though the upper 
crust folks deny the existence of any prob- 
lem? And finally, why aren't there more 
technical people on this base, since its 
importance is obvious to everyone? 


Virtual Popcorn? 

Quantum Gate is an example of the new 
genre of programs that do not bill them- 
selves as "games" per se, but instead go by 
the lofty title of “interactive movie." 
Loosely translated, this can be defined as 
numerous film clips held together by a sim- 
ple interface that tricks the player/viewer 
into thinking they are actually controlling 
the outcome of the movie. The reality is 
that until we are able to generate film on the 
fly, you will never truly be able to take an 
active part in a film. The best you can do is 
make a couple of decisions that lead you 
down a different path in the story. 

This program would wish you to believe 
you do somehow influence the story, but in 
actuality you are only given a few dialogue 
choices, which usually lead merely to a sin- 
gle different line spoken by an actor, and 
then... it’s back to the non-interactive dia- 
logue. The program is less interactive than 
Media Vision's other offering — Critical 
Path — but ends up being a better movie. 
It's a shame that it isn't more interactive, 
because there's a lot of potential here for 
transcending the formulaic plots and dia- 
logue of the present crop of games. A num- 
ber of things might be to blame; for 
instance, the limitations could be either 
financial (these types of games are expen- 
sive to produce) or hardware oriented (this 
game's a hardware hog and Windows isn't 
helping it at all). 


First Lady or Man 

The program itself is entirely first-person, 
which is normal for games but quite odd for 
movies. The rooms of the outpost are all 
rendered, and the actors are all digitized. 
This combination is familiar nowadays, yet 
I've still not seen it implemented in such a 
way that it doesn't look like, well, actors set 
against computer-generated backgrounds. 
Quantum Gate's main interesting visual 
points are its use of multiple windows for 
video, its shifting between small and double 
sized frames and its interesting dream 
sequences. The program's greatest failure 
is the VR simulation, a completely out of 
place and buggy Stellar 7-like arcade game 
that fortunately isn't required to play in 
order to finish the movie. 

Quantum Gate is written and directed by 
Greg Roach, whose name may not be famil- 
iar to PC owners but who's made a name for 
himself with a number of highly regarded 
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Apple Macintosh™ products, such as The 
Madness Of Roland, the first original 
interactive multimedia novel; and a series of 
award-winning QuickTimeO (Apple's 
movie recording and playback software) 
movies. Traditionally the Mac has been a 
more suitable platform for these sorts of 
non- or partially-interactive works, and if I 
had to guess why I'd say it's because hard- 


core gamers own PCs due to the dearth of 


quality games on the Mac. Casual gamers 
will tend to enjoy these types of programs, 
because they can play them in one sitting 
and complete them. A program like 
Quantum Gate poses numerous problems 
for a magazine such as this one, since you 
are probably a “hardcore” gamer and as 
such will not take kindly to having your 
hand held and led through the program. 


The Grand Finale 

Ultimately Quantum Gate's greatest 
failure has nothing to do with its “gami- 
ness” or lack thereof, but rather because it 
ends up being such a manipulative adver- 
tisement for the forthcoming Quantum 
Gate II. It leaves so many questions inten- 
tionally unanswered that it oozes sequel 
The most interesting and vibrant character is 
your girlfriend Jenny, and you get only the 
merest glimpses of her. Yet even in those 
brief moments (shifting into Ebert mode) 
you find her interesting enough to want to 
know more about her, and about what it was 
that happened to her that severed your rela- 
tionship. The game strives to bring some 
depth to your character but leaves such gap- 


ing holes, no doubt to be filled in when the 
sequel arrives 

As maddening as that was, I still found I 
enjoyed Quantum Gate for some odd rea- 
son. I like the use of flashbacks to add 
depth to the main character (I used that in a 
game I worked on once, so that explains my 
affection for that technique) and the story is 
original enough to keep me interested in 
what happened. However, before I would 
recommend this title to anyone I would have 
to give it a huge caveat emptor - this is not a 


game. Repeat it one more time: this is not a 
game. lt will take anyone about two hours 
to go from start to finish, the lack of real 
interaction severely inhibits its replayability 
(loosely translated, it has none), and they 
aren't giving it away for free. However, for 
non-gamers, casual gamers, and the hard- 
core gamer who's looking for something to 
show non-gamers when they come over to 
his or her house, Quantum Gate may be 
the ticket.O 

Steve Bauman 
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ast year we traveled back sixty-five 
l million years to witness Steven 
Spielberg’s epic movie, Jurassic 
Park. With Jurassic Park (JP) becoming the 
biggest box office draw in history, surpassing 
E.T., it's not surprising a computer license of 
the game has materialized. The software com- 
pany which was chosen for the conversion 
from silver screen to computer screen was the 
European division of Ocean software. Get 
ready to face the Tyrannosaurus Rex, 
Dilophosaurus, and Velociraptors, as you play 
Dr. Grant, roaming around Jurassic Park. 
Movie licenses are something Ocean (and a 
number of other companies) have not done 
very well in the past. Ocean has brought us 
such flops as Cool World and Lethal 
Weapon. The problem with movie tie-in 
games is that they contain hardly any plot, and 
are marketed to sell because of the name asso- 
ciation with the movie. With a huge license 
such as Jurassic Park, hopes were high Ocean 
would deliver an excellent piece of software. 


For Two of Our Readers 

If you're not familiar with the movie, the 
whole premise behind Jurassic Park is that a 
scientist has cloned dinosaur DNA and 
brought dinosaurs back to life on an island. 
He invites you, Dr. Grant, a renowned pale- 
ontologist, to examine and view the park. 
Unfortunately, during an intense thunder- 
storm, the dinosaurs escape, and Dr. Grant is 
faced with the problem of finding his two 
stranded children in the park, while trying at 
the same time to ward off the dinosaurs. 

If you haven't seen the movie, it’s almost a 
necessity to do so in order to understand the 
game. Since there is no game introduction, 
the movie really functions as one, and intro- 
duces you to the characters and scenario. 

JP is really divided into two sub-games. 
There is a 2D “bird’s eye view” (“top down") 
section, and a 3D (Wolfenstein type) section. 
These sections aren't mixed together though, 
and in order to see the 3D section, you'll have 
to complete the entire 2D section. 


No real plot is present in the 2D section. 
Most of the time I had no idea what was 
going on or what the goal for that specific 
level was. I have a feeling that Michael 
Crichton, the original author of JP, wouldn't 
be very impressed with this game from a liter- 
ary standpoint. Basically — JP is an arcade 
game. Arcade games don't have plots. 

The 2D section consists of levels of 
scrolling terrain, which Dr. Grant walks 
around while trying to achieve a specific goal 
on each level. He can and will employ the 
help of Lex and Tim, his kids. The 2D levels 
are mediocre at best. They are repetitive and 
become both boring and bland. But wait, 
don't give up yet! It's time for the 3D section. 


Last Minute Wonder 

At the very end of JP is a 3D section, simi- 
lar to DOOM or Wolfenstein 3D in approach. 
The screen is rather small, and the artwork is 
very dark, but otherwise, this is a very impres- 
sive part of the game. As a matter of fact, I 
couldn't believe I was playing the same game 
once the 3D section started. There is an actual 
plot, characters talk to each other explaining 
the situation, and more. It almost looks like 
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two separate companies developed a part of JP 
and then combined them, since the 3D part is 
much better than the 2D part. 

One has to wonder why the entire game 
was not done in 3D. A lot of the 2D levels 
would have worked well in 3D, and certainly 
provided a more fulfilling gaming experience 
in my opinion. 

In summary, Jurassic Park is a very 
mixed bag. The 3D levels are definitely a 
highlight, while the 2D levels — the majority. 
of the game — are a low point. In essence, 
we have two games here. You have to play a 
really bad game to get to a tiny bit of good 
gaming. If you're willing to undergo a 
mediocre, 2D scrolling arcade game to get to 
the last bit, then Ocean's Jurassic Park 
might be appealing; otherwise, you'd be bet- 
ter off either getting a really good scrolling 
arcade-style game (like one designed by, say, 
The Bitmap Brothers — are they still a work- 
ing team?), or a really good 3D-style game 
like DOOM or Origin's Shadowcaster. 
Jurassic Park is yet further evidence that the 
“neither fish nor fowl” approach might work 
in the genetic engineering of a frost-free pota- 
to, but it sure won't work when it comes to 
designing a computer game. Ocean has yet to 
get it into their collective heads that this kind 
of crappy movie tie-in product isn't worth the 
money spent for the license. Has there yet 
been anything in computer gaming (other 
than SS/'s use of TSR's Advanced Dungeons 
and Dragons™ system, that is) to justify such 
kinds of licensing arrangements? I ask ya.Q 

Geoff Keighley 


Published by: Ocean of America, Inc. 
Systems: IBM PC, PC CD-ROM 

PC Requirements: 386/33 MHz or better, 
VGA 256 color mode card, 800K EMS,, MS- 
DOS 5.0 or higher 

Graphics: VGA 

Sound Support: Ad Lib, Sound Blaster, 
Sound Blaster Pro, Pro Audio Spectrum 
Supports: Mouse, Joystick 

Players: One 

Notes: Requires 9 Meg hard disk space 
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realized what they were creating. Maybe in the beginning 

“qwerty” was purely an attempt to bolster typing capacity 
(actually, it had nothing to do with typing efficiency — the Dvorak 
keyboard was designed to that purpose — but rather with the limita- 
tions of the hardware at the time it was invented... QWERTY is actu- 
ally extremely inefficient from a speed typist's point of view - Ed.). 
Today, “qwerty” keyboards are much more than that. On my PC, the 
keyboard acts as at least a dozen different cockpits for scores of air- 
craft, ranging from WWI rag-wings through WWII fighters, to mod- 
ern jets. The keyboard controls jet engines, piston engines, sets fuel 
mixture, controls radar, operates radios, and drops bombs. It con- 
trols high-speed race cars in Monte Carlo and Indianapolis. It allows 
me to wade through monster-infested tunnels of DOOM. It kills 


l wonder if the developers of the original “qwerty” keyboard 
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countless Nazis in Wolfenstein 3D. It controls US Navy carrier bat- 
tlegroups operating around the world. Helps me conquer countless 
alien worlds, and explore the depths of space. On top of all that, I’m 
writing this article with it. Amazing that something developed so 
long ago remains so flexible and effective today. 

Or does it? How well suited is the keyboard for controlling deep 
space probes, multi-million dollar jets, and futuristic, underwater 
combat vessels? In truth, not that great. The keyboard is barely ade- 
quate for most of these tasks and completely inadequate for many of 
them. Joysticks initially filled the controller void, but the weakness- 
es of the short-sighted gameport design became apparent as comput- 
er games grew. There has to be a better system, and many compa- 
nies are hoping that their new designs will prove to be it. 

Aftermarket products must work within current hardware design 
limits (i.e., the only way to get information into the com- 
puter is through the keyboard controller, the gameport, the 
serial port, or the parallel port), or else create their own 
hardware to cireumvent these restrictions. The latter 
approach, while usually the superior choice, costs more 
money and often requires extra support from game pub- 
lishers. Game enhancers come in many styles and colors: 
more intelligent I/O cards, multi-axis joysticks, cus- 
tomized control devices such as rudder pedals or a steer- 
ing wheel, and keyboard enhancements. The last category, 
keyboard enhancements, is the primary topic of the 
month. 

Even this topic isn’t very clearly defined. The three 
specific products I’m going to discuss are about as differ- 
ent from each other as can be, both in terms of price and 
functionality. Coming in cheapest is the Keyboard 
Commander Corps keyboard templates. Priced at $13 
each, these are high-quality keyboard overlays tailored to 
individual products. KCC sells templates for most flight 
sims. These sturdy, color-coded templates are reminiscent 
of the templates MicroProse used to ship with F-117A, 
Gunship, etc. Obviously, the KCC templates aren’t user 
programmable, nor do they improve keyboard ergonom- 
ics; but they do help you find the keys you need fast, 
therefore qualifying them as a keyboard enhancer. 

The KCC templates are sold individually, which I 
believe is another plus; you are not forced to pay extra and 


The Keyboard Commander get items for flight sims you don't have. They are printed 
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well and are easy to read. These templates come 
with small, self-sticking velcro patches to hold 
them in place. Falling off and moving around has 
always been my biggest complaint with templates 
in the past, but the KCC hold firmly in place. I 
never fly Tornado without the KCC template. (Ed 
note: be sure when ordering a template to be 
absolutely exact about the keyboard you're using; 
different template designs are necessary for differ- 
ent keyboards, especially in those instances where 
the keyboard might have function kcys both above 
and on the side — such as with the popular 
Northgate Omnikey Ultra.) 

But what about the keyboard itself? Isn't there 
anything that can be done to improve it? Keyboard 
and Terminal Technology (USA), Inc. says the 
answer is their Games Master Keyboard. This is 
a replacement keyboard designed to improve 
gameplay. The GMK is slightly larger than the 
standard keyboard and uses an array of cell-mem- 
brane switches instead of keys. It is pre-pro- 
grammed for numerous games, and has thin, plas- 
tic “mats” that cover the keypad and label each 
key. You enter a code on a numeric keypad to 
select the key layout for the specific game. 

The GMK does what it says it will do: arrange 
keys logically and make them easier to find. 
Unfortunately, it's rather pricey. For $129.95 you 
get the replacement keyboard and a few mats. 
Additional mats are available, but for $14.95 each. 
The keyboard is not user programmable, and the 
review unit I have didn't support Flight Simulator 
5.0, Privateer, or Aces Over Europe. Upgrade 
ROMs are planned, but no cost was specified. The 
pre-programmed nature of the GMK restricts its 
usefulness, being more or less a “planned obsoles- 
cence” of sorts. I’m also not a big fan of cell-mem- 
brane keyboards. They feel smooth to the touch, 
making touch typing difficult. The GMK aligns all 
keys both vertically and horizontally. Although it 
has a standard “qwerty” configuration, the keys aren’t quite in the 
right places, and normal typing is difficult. Overall, the GMK is 
somewhat more efficient than a keyboard template, but it’s much 
more expensive. You still have to learn the keyboard layout, and 
hopefully the designers’ view of “a logical keyboard layout” match- 
es yours. 

The next level of keyboard enhancement is my personal favorite: 
the Thrustmaster WCS Mk II. The Mk II is a fully user program- 
mable version of the original Weapons Control System. The WCS 
sits between the keyboard and the computer; you plug the keyboard 
into the WCS, then plug the WCS into the computer. Pressing any 
of the buttons on the WCS or moving the throttle handle sends a 
string of pre-defined keys to the computer. Although effective, the 
original WCS was limited by its pre-programmed nature. The new 
Mk II corrects that limitation and makes more improvements. (See 
Strategy Plus, Issue 37, December 1993 for a full review and 
detailed tips on programming the WCS II.) 

Thrustmaster provides excellent support, and works with every 
known keyboard BIOS available. I plugged the GMK directly into 
the WCS Mk II and both functioned together perfectly. Although 
shaped specifically for flight sim use, the WCS can be programmed 
with any keystrokes desired. I used it extensively while exploring 
the dark recesses of DOOM and have heard of people using it to 
operate word processors. The Mk II sells for around $100. 

As I said earlier, these are only a few of the many game-enhanc- 
ing devices available. Many companies are introducing products 
designed to get data from your hand to your computer in better, 
more intuitive ways. There are many different types of joysticks 
popping up on the market, especially dedicated controllers like 
steering wheels and rudder pedals. Smart, programmable game 
cards are available from several companies for under $50 including 
Kraft, CH Products, and Thrustmaster. 

One of the most innovative products is the Extended 
Programmable Interface Controller (EPIC) from R&R 
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Games Master Keyboard 


Electronics. The standard gameport supports four analog axes and 
four buttons (two axes and two buttons for each joystick). The 
EPIC replaces the gameport and provides eight analog axes and 128 
buttons, all fully user programmable. Build your own controllers 
and use EPIC to interface them with your computer. EPIC sup- 
ports its own programming language, which allows extremely com- 
plex macros, such as “Push INSERT, pause 110 milliseconds, push 
DELETE, pause 80 milliseconds and Push E until the button is 
released, then push F.” 

EPIC is by far the most flexible controller system available, but 
has two restrictions. First, EPIC is only an I/O card. Control devices, 
whether you build them from scratch or adapt commercial joystick 
equipment to suit your own needs, are required. Second, EPIC's pre- 
mium performance demands a premium price of $380. In conjunction 
with a few hundred dollars worth of joysticks, rudder pedals, and 
other devices, many gamers will find EPIC unaffordable. 

Fortunately, the market continues to grow. Game publishers are 
providing more support for aftermarket products, and ingenious 
aftermarket products continue to emerge. A fully rigged 
Thrustmaster cockpit, though quite expensive, is a joy to fly. 
Ergonomic keyboard replacements significantly increase the gaming 
experience. Becoming involved in a simulation can be much easier 
holding a joystick with your feet on rudder pedals than it sometimes 
is when aligning the pinkie fingers on the <a> and <;> keys. Now, 
if I could just rig this cockpit with a six-speaker surround-sound 
system! Check six. C 


THE HANGAR 


Thrustmaster, Inc: (503) 639-3200, WCS Mk II and other control devices 


R&R Electronics: (301) 699-5277, EPIC controller card 


Keyboard Commander Corps: (800) 262-6066, Premium Templates and utilities 


Keyboard & Terminal Technology: (908) 297-5399, Games Master Keyboard 
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SPECTRE VR 


t isn't every day you come across the 

perfect computer game. As if the origi- 

nal 3-D arcade simulation Spectre 
weren't addictive enough, Velocity 
Development recently released SpectreVR. 
The lonely world of cyberspace will never 
be the same. 

There's plenty of familiar territory in this 
latest version. Without even peeking at the 
manual, I was able to customize my skid-steer 


Cybercraft (sacrificing ammo and shields in 
favor of speed, as usual), switch on “tex- 
tured" objects (classic wire-frame and geo- 
solids are still available), and feel the perspi- 
ration begin to form on my forehead as the 
Level | sign-on spun into view. I leaned on 
the cursor keys (the keyboard is still the best 
input option) and hit the floor of the arena 
running. A quick scan of the radar gave me 
the location of the three fla, I spotted the 
first Rover 


a graphically souped-up ver- 
sion of the classic dumb robot enemy and 
spun off into the fray. 


Look, Up in the Air, ... 

Almost immediately I ran over a shimmer- 
ing blue square and realized... was flying. I 
let up on the throttle and my cybercraft hov- 
ered with a gentle rocking motion. As I 
turned and hit the gas, I lost altitude almost 
imperceptibly, but enough to feel the connec- 
tion. Wheeling around a glowing green pyra- 
mid, I took my first hit. So much for my 
avoidance bonus. Man, l've gotta start pay- 
ing attention. I hit the spacebar reflexively. 
An electromagnetic pulseburst skittered 
across the ground, blasting the Rover to bits. 
My first kill sobered me up, and I remem- 
bered that the best strategy is to aggressively 
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seek out and destroy. I checked the radar. 
The flags could wait: I had four more Rovers 
bearing down on me. 

At Level 3, I polished off the Rovers with 
the Pulseburst, and switched to grenades, 
another old favorite, to take care of a couple 
of new kids on the block called Warriors 
You've gotta watch these guys 'cause they 
can "lead" their shots, firing at where you 
will be, not where you are. And since they 


like to hang around Ammo Dumps, you have 
to be careful about emptying your weapons. 
There's a sinister method to this madness. 
Each Level presents a new enemy, and it 
takes awhile to find the right weapon. The 
first time I run into a slicer, I 
get a little too close. I should have paid 
more attention to the "S" that showed up on 
radar. It rams me and I hear a sickening 
ratcheting sound as I watch my damage bar 
fill halfway up with red. A Pulseburst takes 
care of him, but that was too close for com- 
fort. Grenades work well against radar- 
cloaked Robots, but the buggers appear out 
of nowhere and run in packs. Gotta stay 
close to the Ammo Dumps. 


Oh Happy Day! 

Somewhere before Level 10 I run into my 
first Hunter Killer. HKs we call them, and 
they’re deadly. They can fly and they can 
fire tracking missiles from long range 
Pulsebursts roll off their backs. In a panic, I 
cycle past my missiles. Spinners are useless 
— can’t fool these guys with a diversion — 
and Scattershot blasts have too large a 
spread. Seekers work, but they chew up 
time, and I lose my first life. As I spin up 
out of the wreckage, the dirge from the 


speakers leaves my ears ringing 

I drop back into the arena with two lives 
left, find my missiles fast, and go after the 
HK. Two rounds take him out, but there’s 
still one more roaming around 
are providing cover and my shields are almost 
gone, when my peripheral vision catches a 
Full Charge Ammo Dump off in the distance 
I'm almost out of ammo when I run over it, 
but it replenishes my weapons and repairs all 
my damage. I wheel and fire. Goodbye, 
sucker. And good enough for an accuracy 
bonus. 

It’s getting pretty hairy. There are patch- 
es of Ice everywhere and the cybermud is 
starting to follow me around. A couple of 
flags were surrounded by the stuff and I 
almost got picked off while mired in the 
muck. The arrow-shaped Flow Fields are 
forcing me to take the long way around, and 
acid pools have begun to appear here and 
there 

The Acid is starting to track me and the 
Smart Walls are providing cover for the 


The Rovers 


slicers, forcing me into the arena boundary 
Luckily, I find one of a pair of Teleporters 
As I drive through it, I’m instantly transport- 
ed to its mate and temporarily out of danger 
There’s no way to get to the flags through 
the acid except to wheel into a Submergence 
Device. It’s quiet down here in negative 
cyberspace. Too quiet. The slicers are 
deadly down here. I blast a few, find an 
Ammo Dump over and replenish my shields 
and weapons. Finally, I locate the 
Emergence Device and resurface inside the 
acid boundary. A few quick Pulsebursts 
take care of the Rover guardian, and I grab 
the flag and I’m outta here. 

I'm racking up a pretty good score, but 
these Orbiters are gonna be the end of me. 
They don’t shoot at me, but they explode on 
impact. And they move so fast, it takes all 
the energy I’ve got just to stay out of their 
way. 


Sooner or Later 

I’m down to my last life and there’s still a 
Turret up ahead, guarding a flag as usual. 
They fire long range missiles that lock-on 
early. You can’t outrun ‘em, you gotta out- 
smart ‘em. I switch to grenades and sneak up 
along the boundary. Two quick shots and 
he’s gone. Gotta remember that trick. Damn! 
I didn’t see that Warrior. I’m gone. Should’a 
saved my game while I was ahead. 


Sal Alfano 


| Published by: Velocity Development 

| Systems: IBM PC and Compatibles 

| Requirements: 286/16MHz (386 or better 

| recommended), 620k RAM, MS-DOS 2.1, 
VGA (256 colors), hard disk. (Supports 
Soundblaster and Adlib, joystick, mouse.) 
Modem Play: Yes 
Note: Macintosh version also available. 
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Stop playin 
with yourself. 


Get 15 hours of out-stompin 
fun for less than SM 


No more figuring out in one day how to beat the puny A.I. of a computer game. Oh, no; I’m afraid 
you're up against something just a little more difficult this time: the nastiest, meanest, smartest, most 
cunning opponents in the game world-other humans. With a computer and modem, you can team 
with-or against-some of the best gamers in the Known World. Take your place as a European vassal 
lord in The Hundred Years’ War!M and try your Machiavellian mettle in the epic battle for empire 
and prestige... Don the hauberk of a warrior and travel dangerous lands in the color graphics role- 
playing world of Drakkar™ or the Island of Kesmai™. Play the latest version of the very first true 


multi-player game, MUD II: a s en 
How to register for an NVN subscription: 


ity TM 
The Quest For Immortality’ Wey To register on-line, set your comm software to 1200, 2400 or 9600 bps, N-8-1, and 
ROEM fur duplex, Dial 1-800-336-9092, When connected, enter SP94PL and press 
dozens of other NOMEN <RETURN>. Then enter name, address and Visa,” Discover Card,” American 
Galactic Emperors in Galaxy TI: lef fasterCard® number or EFT information. Your Starter Kit will be 
Expanding Empires!M, mailed right away. 
For more information, call 1-800-336-9096. 


So stop playing with yourself! 
Membership is just $8.95 a month and includes 4 hours of non-prime access in 
standard services. Or, for $19.95 a month you can have 15 hours of access 

in standard services during non-prime time. Thereafter, access rates are as 
low as $2.50 an hour after 6pm local time and all day weekends. 

Isn't that a small price to pay to get your butt waxed? 


NVN-Good stuff. Good price. 


Subscription fee is $8.95 per month, which includes 4 hours: or $19.95 per month, which includes 15 hours of non-prime time 


access in standard services. 9600 bps access available at no surcharge, Standard services are $2.50/hour during non-prime 
(6pm - Tam weekdays, and all day weekends); and $7.50/hour during prime-time (7am - 6pm, Monday - Friday). Premium ser- 
vices carry additional charges. Unused portions of monthly hours provided by subscription may not be carried forward or trans- 


ferred. Hourly rates and service content are subject to change without notice. NVN is a service mark of National Videotex 
Network, Corp. All others are for identification purposes only and belong to their respective companies or organizations, 


F/A-18 HORNET 
STRIKE FIGHTER 


(GSC) put their homebase of Richardson, 

Texas on the map for thousands of 
Macintosh flight sim aficionados with their 
release of the wildly popular W.W.II-based 
Hellcats Over the Pacific. The bug-free 
nature of Hellcats combined with its out- 
standing look and feel set the standard for 
fluid play and great graphics in a Mac flight 
combat sim. Because of this, the hype and 
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anticipation that surrounded the recent release 
of GSC's new F/A-18 Hornet Strike Fighter 
simulation was of the magnitude that is usual- 
ly reserved for blockbuster movies, hot new 
car models or even the Super Bowl. How 
does Hornet live up to its advance billing? 
Read on... 


Background and Playability 
F/A-18 Hornet places the player in the 
cockpit of one of the Navy's most advanced 
multi-mission airframes, capable of air-to-air 
intercepts, anti-radar attacks, anti-shipping 
attacks and all-weather precision strikes 
against a variety of ground based targets. The 
well-modeled mission scenarios in Hornet 
give the pilot a chance to engage in each of 
these roles, as well as the opportunity for cata- 
pult launches and night traps aboard the carrier 
Enterprise. The novice Hornet pilot is strong- 
ly advised to take full advantage of the hands- 
on training modules before strapping on his or 


her G-suit, however. These dry runs, set on a 
base in the Hawaiian Islands near Pearl 
Harbor, help in developing the mastery of the 
avionics and keyboard commands that are crit- 
ical for successfully wielding the awesome 
firepower and electronics that the Hornet car- 
ries. No fewer than sixty-three keys are used 
on an Apple Extended Keyboard while flying 
and deploying ordnance, so training is a must! 
Besides, it’s a good excuse to take a self-guid- 
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ed aerial tour of the Hawaiian archipelago, 
courtesy of Uncle Sam 


Stick Control 

For this review, Hornet was loaded and 
flown on a 68030 Macintosh with 5 MB of 
RAM, and flight characteristics and fluidity 
of play were very good, even with a handful 
of inits running in the background. A 
MouseStick II (Advanced Gravis) is highly 
recommended as a primary control device, 
and a custom MouseStick setting is included 
on the F/A-18 Hornet disk (note: At deadline 
time, the ThrustMaster Flight Control 
System for the Macintosh was not available, 
but in version 1.1 of Hornet, GSC included 
ThrustMaster support in anticipation of this 
product's release). 

Hornet's richly-detailed polygon graphics 
look good in 256 colors, and the exceptional 
frame rate makes for a smooth flying sensa- 
tion. GSC has also done a great job with the 


various sounds that go along with flying the 
Hornet, such as the blowtorch-like hiss of full 
afterburner, the warble of a Sidewinder mis- 
sile lock-on, and the not-to-be-ignored triple 
beep of the enemy launch warning tone! 


Scramble Alert! 

In F/A-18 Hornet, a tour of duty consists 
of seven randomly assigned missions out of 
the twenty-eight that are provided in the ini- 
tial theater of operations, which is Kuwait and 
the Persian Gulf (GSC has promised addition- 
al theater diskettes in the future). A pilot need 
only live through all seven missions to com- 
plete a tour of duty, but of course any fighter 
jock worth his salt will want to accumulate as 
many mission ribbons as possible on his way 
to retirement, and these are only awarded for 
the successful completion of mission objec- 
tives, not just returning in one piece. 


Loading Up 

Prior to each mission, the pilot receives a 
briefing that outlines the target or strategic 
objectives, general heading of the enemy, and 
ambient conditions for that particular sortie. 
An optional map view allows the pilot to plot 
the distance to the target and assess the gener- 
al layout of the terrain prior to takeoff. The 
final pre-flight duty is the selection of a 
weapons load for the mission at hand, and it 
is here that GSC does a great job of convey- 
ing the real look and feel of this fearsome 
warplane's capabilities. The weapons selec- 
tion screen shows a diagram of the various 
wing pylons, and drop-down menus for each 
location reveal the weapons that may be 
loaded there. As each weapon is selected for 
loading, a nicely rendered image of it appears 
along with all of its pertinent data, such as 
weight, range, type and kilo-ton yield (as in 
the case of the B-57 thermonuclear special 
weapon that you are authorized to carry on 
certain missions). There is a recommended 
load for each mission but the pilot may opt to 
customize the ordnance if desired, selecting 
from various iron bombs, electro-optically 
guided missiles, laser-guided bombs and of 
course the tactical nuke for those whose tastes 
run to the extreme. Of course, air-to-air and 
anti-radiation missiles are options that most 
pilots will choose for every mission. 


Violence Voyeurism 

Actually flying Hornet is a blast, but 
watching yourself fly is almost as much fun. 
This is accomplished through the various 
external views that are available. A pilot may 
view the plane from just about any angle, and 
the program has a feature whereby the first 
few seconds of any view consist of a fly-by 
type of panning motion— very slick cine- 
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matography! The views also allow one to key 
in on ground-based targets and enemy planes, 
and this ry helpful during the heat of bat- 
tle. Maybe the best views are the weapons 
views, though. Remember the weapon's-eye 
videos from the Gulf War? Hornet gives the 
pilot the same opportunity to see firsthand 
how accurate a bombing run or missile shot 
was. In all, there are six basic view options, 
and the zoom feature and arrow keys give 
added flexibility and further enhance the 
Hornet visual experience. 

The powerful replay feature in Hornet cap- 
tures a film of the last mission flown, from 
start to finish. Within this feature, the pilot 
may select any of the available views, includ- 
ing those of the enemy, in order to dissect his 


or her performance. These film files also 
come in handy during debriefing and/or brag- 
ging sessions with other Hornet drivers! 
F/A-18 Hornet has attempted to recreate the 
sophisticated AN/APG-65 radar system and 
comprehensive instrument and data displays 
that are unique to the real plane, and according 
to the feedback of several ex-fighter pilots 
overheard on CompuServe's Macintosh 
Entertainment Forum, they have done a very 
accurate job of it. It's all here: functioning 
TACAN with waypoint selection, full naviga- 
tional readouts and real-time moving map dis- 
play, IFF transponder, ILS, FLIR pod and 
MPCD (Multi-Purpose Color Display), AOA 
indexer, Mach meter, and backup analog instru- 
mentation and damage display (you'll be thank- 


ful for these last two when a SAM knocks out 
one or more vital systems!). 

The novice pilot (or “nugget” in Navy- 
speak) may be somewhat overwhelmed by the 
array of electronics that must be mastered in 
this simulation (eight different radar modes, 
for instance), but it is this same longish learn- 
ing curve that promises to keep this one fun 
to fly for some time to come. And besides, 
the satisfaction that comes from a successful 
bombing run or a skin-of-the-teeth encounter 
with a surface-to-air missile makes it worth 
the effort. Since survival is the reward for 
becoming one with the cockpit, new pilots 
have ample incentive to learn to decipher the 
multiple radar looks instinctively, and to 
develop a feel for the Head-Up Display 
(HUD), among other tasks. 


GSC’s Commitment to Quality 

Overall, Hornet grades out very well, but 
version 1.0 was not without its minor prob- 
lems. Fortunately, though, GSC took up the 
challenge and demonstrated why they have 
garnered such intense loyalty from the Mac 
gaming community. Based heavily on cus- 
tomer input from online services, the version 
1.1 update was released in late December (just 
over a month after the initial release and free to 
registered owners, of course) and included not 
only a new flight model, but also enough fixes 
and overall redesigning that it very well might 
have been called version 2.0! There are still 
two features that I would like to see in subse- 
quent versions, though. One is the ability to 
land, re-arm, refuel and take off again to com- 
plete a mission in progress or to seek out other 
targets of opportunity. Another wish-list item 
would be the ability to get status reports while 
the mission is underway, so as to know how 
many bogeys have been splashed or to get an 
accurate BDA (bomb damage assessment) of 
the mission that is underway. 

The Hornet manual is obviously written to 
tantalize the player into experimenting with 
the aircraft and learning through trial and 
error. In other words, just enough information 
is provided to get you up and flying (and 
fighting), but again, enough is left to explore 
on one’s own so that immediate burnout is 
not a foreseeable problem. Another bonus is 
that fully three-quarters of the manual is 
devoted to technical background on the actual 
Navy Hornet, and this is a nice feature for 
die-hard flight simulator devotees. 


The Verdict... 

GSC has shipped a solid product in F/A-18 
Hornet Strike Fighter. The look and feel are 
top-notch, and it promises to carry on the 
Hellcats tradition honorably. Does it live up 
to the pre-release hype? Absolutely!!Cl 

Christopher Perez 


Published by: Graphic Simulations Corp. 
Systems: Any Macintosh EXCEPT 28, 512, 
Plus, SE, Portable, Classic or Powerbook 
100. Requires System 6 or higher with a min- 
imum of 4 MB of RAM and 7 MB of free hard 
disk space for installation. 

Supports: Modem-to-modem play is sup- 
ported through ARA (AppleTalk Remote 
Access).Macintosh-compatible joystick rec- 
ommended. 
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y first combat simulator was MicroProse's F-19 Stealth 
M Fighter. I still have fond memories of some of those mis- 

sions. There was a deep satisfaction gained from landing a 
crippled fighter or touching down on those small makeshift runways 
used for covert operations. Naturally, I purchased F-117A Stealth 
Fighter 2.0 when it was released. However, a funny thing happened 
between purchasing the two MicroProse releases. I was bit by the 
Falcon 3.0 bug. Somehow, F-117A seemed bland by comparison. 

TFX falls somewhere between these two classes of simulators. The 
graphics are top-notch and the flight models are very good, but game 
play and avionics are straight out of the old MicroProse simulators. If 
you are a Falcon 3, Tornado, or F-15 Strike Eagle III fan, I predict 
that you will not enjoy TFX. The 360 degree all-knowing radar, for 
instance, will be an immediate turn-off. Yet, the game has considerable 
merit for those who are frustrated by the “realism” of more complex 
simulators. If you don’t enjoy planning a mission for twenty-thirty min- 
utes before flying it, or constantly adjusting your azimuth and elevation 
scans, TFX provides an excellent alternative. However, the program can 
be frustrating to beginners because of the lack of detail in the manual. 
Hopefully the following hints and tips will help you get a smooth start. 

First, a few caveats. The following tips are based on the U.K. version 
of the program, although most should hold for the U.S. release. In addi- 
tion, all of the realism settings were at the maximum and the military 
spec flight model was used for all missions. I highly recommend going 
through all of the training exercises as they will give you the basics 
needed to succeed. However, if you want to skip them, register as a new 
pilot and press <Control><Enter> after entering your callsign. This 
should register you as a Ist Lt. and allow you access to the Tour of Duty 
and FlashPoint missions. 

The first problem with TFX is the lack of a navigation caret or navi- 
gation clues in the HUD. Every simulator I have ever flown has had 
some type of waypoint information available in the HUD. Not so in 
TFX. However, all is not lost. Immediately after takeoff, activate the 
autopilot. The autopilot information that appears in MFD £1 will con- 
tain the waypoint heading and height. Using this information you can 
now turn off the autopilot and fly the waypoint heading (be sure to 
remember the heading; as soon as you turn off the autopilot this infor- 
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mation will disappear!). The next problem is how to follow the heading 
when all you have in the HUD is a coarse heading scale. To get accurate 
heading information, toggle MFD #3 until the systems display is activat- 
ed. This display will give you a readout of speed, altitude, bearing 
(heading), fuel load and range. Fly until the bearing and waypoint head- 
ing are the same. Whew! You're done. The only problem with this 
approach is that you will not know if the waypoint changes. If you keep 
an eye on the map <M> you will get a crude indication of when the 
waypoint changes, or you can engage the autopilot now and then just to 
make sure. If you do re-engage the autopilot, be careful. Engaging the 
autopilot often causes the afterburners to ignite. This can result in a fuel 
critical situation, especially in the E.F.A. If your mission is to attack a 
ground target, you will see a large X in the HUD marking the location of 
the ground target. If you center the X in the HUD you will be on course, 
so you can avoid the above steps. Of course, if you’re a wimp, you can 
always leave the autopilot on! 


My AAAM Never Misses! 

In all the hours I flew in TFX I never had to get into a knifefight 
(close-in dogfight). In fact the only air-to-air weapon that I used was the 
AAAM. It has a long range (200 km / 124.28 miles), high rate of speed 
(Mach 6) and is deadly accurate. While using the weapon view <F8> I 
saw MiGs take evasive action and dump chaff; however, the AAAM 
rarely missed. If you are concerned, you can take a couple of 
AMRAAMS or ASRAAMs, just in case, but I never had to use them. 

One cautionary note. In many of the missions you will fly under U.N. 
Rules of Engagement. Basically this means “don’t shoot unless fired 
upon,” even though your mission orders may be to destroy all airborne 
fighters. Depending upon how long it takes for a MiG to fire upon you, 
the Rules of Engagement may negate the long range advantage of the 
AAAM: however they don’t negate the speed advantage of this mis: 


le. 


In TFX almost any weapon is effective against any target. This is for- 
tunate, since your mission briefing is rarely detailed enough for you to 
select the most effective weapon. If you are going after ground targets 


load up with GBU-16's or 24's — these will handle most anything. 
Forget about the Mavericks. While these weapons were designed to 
take out tanks and other ground vehicles, the AGM-65's in TFX will not 
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track these vehicles. Ground vehicles are most successfully destroyed 
using the cannon: just make sure that automatic recovery is toggled off 
or you will be in for an unpleasant surprise. 

Successful Falcon 3.0 and Tornado pilots know that hanging around a 
target is death, yet it's very difficult not to hang around in TFX. This can 
be minimized with practice and luck. TFX is geared toward laser-guided 
bombs, yet it can only guide one bomb at a time. Since you will need to 
destroy at least two buildings in most missions, this presents a difficulty 
if you do not want to make a second pass over the target. The following 
hint may help. First, make sure the autopilot is off or on a heading-only 
setting, and approach the target at approximately 15,000 feet and 60% 
throttle. Then use the laser designator <Z> to lock onto a target (lock 
onto the largest buildings or radar sites for mission credit). Before releas- 
ing the bomb, hit the afterburners to pick up speed as the speed the bomb 
will travel is proportional to the speed of the fighter. Immediately after 
bomb release, throttle back to 60% and hit the airbrake. If you are lucky, 
the bomb will hit the target before you pass over it, giving you the ability 
to quickly target and release another bomb. For runways, use 2-CSWs. 
The Durandals and CMB-18s do not have any release cues, so they are 
very difficult to release accurately. CSWs are aimed like Mavericks. 
Center the runway in the HUD and press the spacebar once to lock-on the 
target and a second time to release the weapon. (make sure you are close 
enough). If you are going to use the AGM-88 or AGM 122A anti-radia- 
tion missiles, beware that you will get a lock even though you are out of 
range. The HUD gives no range information for locked ground targets so 
you will have to estimate it using the 360 degree ground radar. The 
AGM-88’s range is 18 km (11.18 miles), so when the locked target 


Mission # Aircraft 
1 E.F.A 

2 E.F.A. 
3 E.F.A. 
4 F-22 

5 F-22 

6 E.F.A. 
7 E.F.A. 
8 F-117A 
9 E.F.A. 
10 E.F.A. 
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TFX Training Mission Chart 


3)midair refueling 4)land 


appears inside the 10 mile limit on the radar, you can safely fire. The 
AGM 122A has a range of only 8 km (4.97 miles) so you have to wait for 
the 5 mile mark before firing. A potentially confusing convention is that 
the HUD marks a mission target with an X. If you lock onto a mission 
target the HUD will show a box surrounding the X. This does not mean 
“do not shoot” as in some simulators. 


My Commander Never 
Told Me I Could Do That! 

In some missions, fuel is a problem, especially in the E.F.A. Keep 
track of where the refuellers are and don't hesitate to top-off your tank. 
Occasionally, pressing the refuel key <’> may cause the refueller to 
enter warp drive and simply appear near you! If your mission is com- 
plete, but you are low on fuel, you can try hitting the auto-land key 
(<alt><L>). Sometimes you will be teleported to the landing site with a 
fuel level that would never get you there manually. In an emergency it's 
worth a try. In general, however, stay away from the auto-land key. 
There is no way to cancel the auto-land sequence and it provides you 
with no clues on how to land your plane. Ignore the flak. While it is 
visually spectacular, I have never been damaged from it. Last, but not 
least, read the messages that appear on the messages panel of the Main 
Console. These often contain important information regarding the tar- 
get(s) that needs to be destroyed in order to complete the mission. 
Finally, always exit the game at the end of every mission and save your 
game to a save directory. If you must exit within a mission use the <`> 
key (above the TAB), do not use <shift><Q> or you will be recorded as 
dead or missing in action. 


Targets for Mission Completion Weapon Choice 

! MiG AAN's 

2 large buildings or radar sites GBU-16 or24 

1 SAM site AGM-88 (HARM) 
1 MiG and carrier landing AAN's 

1 aircraft carrier and carrier landing AGM-84 (Harpoon) 
4 Migs and land AAM’s 

4 vehicles (any type) cannon 

2 large buildings or radar sites and land GBU-16 or 24 

4 Migs and land AAM's 

1) destroy bridge at 1st waypoint 2 GBU-16's 
2)destroy runway at 2nd waypoint 2CSW's 
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HINTS & TIPS 


GUNS, GUNS 


Scissors Part ll 


by Tom “KC” Basham, 


cissors are dangerous, but if you handle them correctly 

they are a useful tool. There are two types of scissors we 

haven't discussed yet, the rolling sc y and the verti- 
cal scissors. Rolling scissors maintain energy better than the flat 
ors discussed last time, and depend on pilot skill more than 
aircraft stall characteristics. As we shall soon see, rolling 
are still defensive maneuvers. 


Paper, Scissors, Rock 

Because of the energy management potential, I almost always 
favor rolling scissors over flat scissors. Unfortunately, entry into 
rolling scissors requires energy to begin with. Something you may 
have dreadfully little of if you're in a defensive position hoping to 
enter a scissoring battle. More likely, the energy status of the over- 
shooting attacker determines what type of scissors will result. 

Robert Shaw summarized entry into a rolling scissors in Fighter 
Combat: Tactics and Maneuvering as: “...the rolling scissors more 
often results from a high-speed overshoot or an overshoot resulting 
from a high-to-low attack." (89) When the attacker comes scream- 
ing in, the defender wants to decelerate as much as possible to force 
an overshoot. A level break turn bleeds speed, but wastes energy 
and sets up a flat scissors. If the defender can pull his nose up, he 
can bleed speed but save some of that energy in the form of altitude. 
The attacker, meanwhile, zooms towards his prey realizing too late 
that an overshoot is likely. He could break off the attack and lose 
the offensive; he could extend the boards, cut the throttle, and pray 
he wastes enough energy to prevent the overshoot; or he could pull 
his nose high using the climb to slow down and save energy 

On either offensive or defensive, pulling the nose up as the attack- 


er overshoots has more advantages than a level break turn. But you 
can't hang there nose-high forever. So, both aircraft roll toward each 
other, pointing their lift vectors at their targets. The lift vector, as 
you probably recall, is the imaginary line extending up, perpendicu- 
lar to your wings and illustrates the direction your aircraft will travel 
due to the lift of the wings. When in doubt, point your lift vector at 
the bad guy is a safe rule to live by. Now you have two ai 
cuting barrel rolls, rolling in opposite directions. Remember that the 
barrel roll circumscribes a spiraling pattern while the aircraft moves 
forward. When viewed from above, therefore, the rolling scissors 
looks like a standard flat scissors. When viewed from the side, how- 
ever, the individual barrel rolls can be seen 


aft exe- 


It's Only Funny Until 
You Poke Someone's Eye Out 

So, why is this better than a flat scissors? Well, the goal is the 
same in either scissors type: force the other guy out in front and kill 
him. With the flat scissors, you count on out-turning your opponent 
at slower and slower speeds until he stalls or overshoots. In a rolling 
scissors, you rely not only on your aircraft's turn performance, but 
on its thrust and climbing characteristics as well as your own intelli- 
gence. 

For example, you're flying an F-4E (which has a 20mm cannon) 
against a MiG-19. Unless the MiG pilot is a total rookie, suffering 
from severe air s 
way the Phantom is going to out-turn the nimble little MiG. The 
nimble little MiG, though, cannot climb with your Phantom. So, 
you're cruising t 15,000 feet, and see the MiG-19 below you 
at 8,000 feet headed in the same direction. You're out of missiles; 


scious there is no 


ness, and is completely unco: 


along 


Energy Fighter UP 


Rates 


Dives Toward 
| Bandit 
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Modifies Climb 


Rolling Scissors \ 
\ Time 2: 
Time 1: Bandit 
| Energy Fighter Overshoots 
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GUNS! 


you light the burners, ease the nose over, and swoop down on your 
prey. At about 10,000 feet you realize how slowly the MiG is mov- 
ing and that you can't control your closure. So you keep your nose 
pointed on the MiG, hoping to get a guns shot as you streak by, then 
before you overshoot, you pull the nose up 30 or 40 and climb 
above him, rolling to keep your lift vector pointed at him. 

The MiG pilot sees the tracers fly past his windscreen, looks 
back, sees you roll above him, and turns into you. If he would have 
continued in a straight line, your barrel roll would've left you plant- 
ed nicely on his six. But he broke into you, and as you begin the 
downward portion of the roll toward him, he reverses back at you. 
He can turn so tight he's made a level S-turn in the same horizontal 
range as your barrel roll. 


OK, so now what? 

You're definitely stuck in a scissors. If you try to run, the MiG is 
going to whip around and gun you. The flat s 
the MiG can easily out-turn you. The rolling scissors gives you two 
opportunities: first, if his energy state is poor, he'll try to keep the scis- 
sors level. When you climb above him in the next barrel roll he won't 
be able to point his nose at you. You can gain a few thousand feet in 
that climb and either bug out, or finish the barrel roll if you see any 
angular gains. Second, even if he has the energy to join the rolling scis- 
sors and prevent you from bugging out in a climb, he can't stay in the 
vertical as long as you can. Using your superior climb performance, 
you make steeper barrel rolls, climbing at 60 or more. This maintains 
your overall energy, but greatly reduces the horizontal distance traveled 
during the roll. You just keep out-looping him. Eventually he will either 
move in front of you or stall. Then you kill him. 


sors won't work, since 


Snip Snip Snip 

That was an extreme example, using two very dissimilar aircraft. 
But what about two more evenly matched aircraft, like a MiG-29 
and an F-16, or two less powerful aircraft like a P-38 vs. an A6M 
Zero? Then it comes down to energy states and pilot skills. In the 
above example, the F-4 is expected to win the vertical scissors. In 
an F-16/MiG-29 match, it comes down to pilot skill. The same tac- 
tics hold true, and either pilot can adjust the pitch of his climb to 
maximize the vertical. In the end, the less-lucky pilot will die. 

What about vertical scissors? Well, there's not much more to 
. Vertical scissors are scissors pointed nearly straight up or 
traight down, and are usually rolling scissors. Vertical ascending 
scissors depend more on the thrust of your aircraft and vertical 
descending scissors depend upon the breaking capability. In the 
ascending case, you want to maintain a controlled climb, but slower 
than your opponent. You do not want a maximum rate zoom climb. 
Zooming above your enemy will present your six o'clock to his can- 
nons. In the descending case you want to dive as slowly as possible. 

In either case, or in any scissors for that matter, your goal is the 
same: avoid them if you're offensive, and if you enter one make the 
other guy overshoot as soon as possible. Randy Cunningham and 
Willie Driscoll fought a classic vertical rolling scissors in their F-4J 
against a MiG-17 on May 10, 1972. They won that and two other 
battles that day to become the only US Navy aces of the Vietnam 
War. Cunningham's book Fox Two recounts that fight, and is an 
excellent book. 

Disengaging from a scissors can be a tricky proposition. In a guns 
only environment, it's not too hard. Ease off the g-loading and let your 
speed build a little. When your flight path crosses the enemy, do not 
reverse back into him. Instead, apply maximum throttle and dive (if 
possible). By the time your opponent turns around, you should be out 
of gun range. Unless your opponent's aircraft is significantly faster 
than yours, you should have no trouble escaping. No matter which 
type of scissors you enter, successfully disengaging depends on break- 
ing away from the fight when the bad guy is headed away from you. 


Si 
si 


This gives you maximum time to escape. In a missile environment, 
you may not be able to escape from a scissors. Breaking and running 
will most likely present an excellent target for a heat-seeking missile. 
In this case, you'll have to make some radical, unpredictable, out-of- 
plane maneuver and pray for the best. 

In the end, the pilot that first recognizes a scissors is the most 
likely to survive it. When a scissors starts, there's no time to think 
in discrete terms; you have to know what your aircraft can do, and 
how to make it do that. Generally, it's not the most capable pilot 
that wins, but the pilot that makes the biggest mistake that loses. 


Time 2: 

| Defender Breaks 
Away After Bandit 
Crosses Flight 
Path 


Time 1: 
Scissors in 
Progress 


Time 3: 
_„— Bandit Out of 
Gun Range 


Time 3: 
Defender 
Escapes 
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EVOLUTION™ 
LOST IN TIME 
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Available on PC and Amiga now! 


y= 


Hot on the heels of "Humans" comes "Evolution Lost in Time’, In Lost in Time you control a Caveman 
who is kidnapped by Aliens to be added to their freeze-dried collection of famous historical figures. 
Fortunately the Caveman turns the tables on the Aliens by virtue of his wit, skill and a big club, and 
the ship crash-lands on the moon where the Aliens secret base is located. There he discovers and frees 
various other historical figures (such as Confucius, Robin Hood and Brian the Viking]. 


Your mission, should you choose to accept it, is to guide these characters through seven different time 
zones collecting pieces of a time machine so that they can all go home to their own time, before the 
Aliens cotton on and throw them all back in the icebox. 

Each character has a special ability, and you must use these in conjunction with each other to solve the 
puzzles that stand between you and your trip home. In addition, you can find wonderful bits of useful, 
dangerous and amusing Alien technology scattered around the various time zones to help you in your 
task. 


A simple yet powerful point and click interface makes the game a joy to play, and Lost in Time is so 
packed with puzzles and laughs itll keep you glued to the screen for the rest of your natural life (well, 
maybe not that long, but for a really long timel. 

Hilarious spot-animations and animated cartoon sequences, combine with more additional features than 
‘you could shake a stick at, making Evolution-Lost in Time a game so good you should buy it even if 
you dont own a computer! 


^ Hamase fe A Trademark Of Gametek Inc 


©) 1994 Imagitec Design Inc. Evolution Lost in Time is a Trademark of Imagitec Design Inc 


This month: A look at the Fantasy Leagues and... 


yes, it's time again for . . . Baseball!!! 


visitors 
Philadelphia Quakers 
DET camden Yards 


HOME 


Visitors 


Fantasy League Island 

Are We Accountants or Fans?...that’s the question I ponder as I 
watch the statisticians come up with those inane filler graphics dur- 
ing a baseball or football game. Knowing that “the Mets are 2-11 
on Sunday games in which at least one member of the infield’s 
name was Jeff” is not my idea of quality research. Why the need to 
overdose on statistics? Are our media analysts and color commenta- 
tor: out of touch with their own reactions to the game they feel 
thi necessary information? Well, perhaps, but the real reason 
may lie with the increasing popularity of Rotisserie and Fantasy 
Leagues over the past ten years. Fast replacing the football pool as 
the best office time killer, these leagues let any casual fan grab a 
fistful of power and become the George Steinbrenner or Jimmy 
Johnson of his or her group. 

For those unfamiliar with this growing phenomenon, these 
leagues involve selecting real life ballplayers and placing them on 
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your “team,” then accruing points for what these players do in real 
life. For example, a baseball league might score points for home 
runs, stolen bases, RBI and batting averages for the hitters, and 
ERA, wins, saves and hits-to-walks ratios for the pitchers. The top 
“team” in each category gets the most points, the next highest gets 
the second most points, and so on. A team’s total points from all 
categories determines its place in the standings for that week. This 
is all a lot of fun, and was started by a group of people who were 
true baseball fans in an effort to devise yet another way to enjoy 
their favorite sport. However, a nasty trend has developed, where a 
segment of the population has apparently mutated into rotoheads. 


Attack of 
the Rotoheads 

Rotoheads are easy to spot — these are the people who will bail 
out on supporting their favorite real life team because the pitcher 
they have in their Fantasy League is on the mound against them that 
day. Apparently, this strain of mutation regenerated from the judas 
wageritis group (that breed of subhumanoid that would pray that 
their favorite team would lose but cover the spread). Real lunch- 
bucket sports fans were quick to lump all fantasy players into this 
category and called for the extinction of the game. Television mar- 
keteers live for the discovery of new demographic species, however, 
and started shoving stats down our throats faster than you could 
say...well, they really didn’t even give us a chance to speak, did 
they? 

In defense of fantasy players, it is a great concept to enhance your 
enjoyment of the game. I’ve been a boxscore nut since I learned 
how to read, and fantasy leagues have made me want to learn more 
about every player in the league, not just my Astros (who will be the 
first Central Division champs under the new realignment, but that’s 
another story). I have always enjoyed watching baseball games - 
any baseball games - but now I have people to root for when the 
Indians play the Angels and it is fast approaching 1:00 A.M. 
However, I draw the line when those Houston players are on the 
field, for that's when I “put away childish things”....this is real life, 
damn it, and the fact that Rene Arocha from my fantasy team is fac- 
ing them is immaterial, I want to see hits, lots of them, and runs and 
homers and steals and total destruction! Then, later, I'll give 
Arocha a pat on his fantasy butt and tell him that he'll “get em next 
time"... 


Banished to the planet Geek 

Whether it's baseball or football or hockey, enjoy the excitement 
that fantasy leagues can give you. Like the realistic software that has 
many of us pitting team against team in our online leagues, it's a great 
diversion and involves strategy and research. But please, not at the 
expense ofthe game! Walking through the grimy exterior of Yankee 
Stadium and then seeing that vast green sea that is the outfield....hud- 
dled, freezing, numb fingers clumsily grasping a cup of (ex-) hot 
chocolate as you shout “DEE-FENSE! DEE-FENSE!!” along with 
thousands of other diehards at Green Bay....holding your breath, lis- 
tening to the radio as that lead runner draws a walk in the bottom of 
the ninth to bring the tying run to the plate....this is what sports is all 
about. If you can keep your perspective and enjoy the wagers and the 
fantasy leagues for what they are, more power to you. But if you are 
one of those rotoheads who are causing me to wade through boxs- 
cores from Hell and have inane stats blathered at me from every 
angle, please take your slide rules and your pocket protectors and 
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The finest computer bridge game ever created! 
Take part in the world renowned "'Bridge 
Olympiad" tournament right in the comforts of 
your own home. Bridge masters are calling this 
bridge game the most challenging ever! The 
computer will test bridge masters' abilities while 
being the mentor for novice players. Practice 
slams, defensive play, and how to play no trump 
hands. Choose the type of partner you want to 
play with. Each partner has different bridge 
techniques and styles. 
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“A great way to practice before an upcoming 
tournament" 

"| have never seen such a clever computer partner 
and opponent" 


© Masterful Computer Opponents 

* Complete Player History 

* Largest Number of Bidding Conventions On 
the Market 

* The Bridge Game For A Lifetime 

* Tournament Play 

* A Myriad of Computer Players, Each With A 
Different Playing Style and Personality 
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"Bridge Olympiad” computer game is for 

IBM PC. It can be obtained through your 

favorite retailer or call: 
1-908-788-2799 

or by writing to: 

QQP — 495 Highway 202 

Flemington, NJ 08822 


Copyright 1994 Q.Q.P. All rights reserved 
IBM is a trademark of International 
Business Machines. 
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your spreadsheets and move to Planet Geek. Just Do It. 


Batter Up! 

1 Have Seen the Future and its Name is Baseball...and I am hold- 
ing my breath hoping that I'm right. 1993 gave all football fans rea- 
son to live with several exciting games to choose from. Graphics, 
sound, customized AI, camera angles, play creation and leagueplay 
all took giant strides forward, making the games of even two years 
ago seem primitive and basic by comparison. Now, in 1994, it looks 
like baseball's turn for prime time. With expansion in 1993 and 
realignment in 1994, it's only logical that every existing product is 
ripe for an update, and the smart companies will be taking advan- 
tage of it with a complete overhaul. We've all seen games that had 
many good elements but were hampered by weak or missing fea- 
tures that kept them from being "the great universal sim." Now if 
someone would just put all of it together in one package... 


The Shape of Things to Come 

Maybe they have. I’m looking at a very limited and very early 
demo of FRONT PAGE SPORTS BASEBALL from Dynamix. I 
am seeing a pitch-by-pitch game, with beautiful stadiums in the 
background. There's a batter who actually twitches his fingers like 
Lenny Dykstra and Joe Morgan, who swings through a pitch, letting 
one hand off the bat in the best Walt Hriniak style. The player's 
number is on his uniform, and it bends with him as he swings. The 
crack of the bat...a wooden bat, thank you very much...is solid and 
true. The ball flies deep, deep to left...backbackbackback... OUTTA- 
HERE! The camera follows the ball into the stands. I can also 
switch to nine other starting points for camera angles and move in, 
out or around to my heart’s desire as I replay that smash. Next bat- 
ter...the pitcher stares in and whips a yakker at me and I swing help- 
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lessly; is he smirking? Next pitch, line drive to center, but the center 
fielder dives and spears the ball, hitting the turf with a loud grunt as 
he singes some hair off that bold forearm! Dammit, Lenny! It’s just 
batting practice, so I can’t see the runners, but the fielders dive and 
whip the ball to the cutoff man (maybe a little too many sidearmers 
for my taste, but hey - they know their fundamentals!). Leaving the 
field, I have the options of a schedule menu, roster menu and a set- 
tings screen (just screen shots on the demo). It looks as if Dynamix 
has taken all the best elements of their FOOTBALL:PRO game 
(editable everything, AI profile, excellent animation and sound) and 
added the free-floating camera, real stats and a better interface. Too 
soon to tell, and too much can still change, but they could have a 
monster on their hands if they stay on course. 


It's the Real Thing 

Non-arcade games will be making big moves this year, as even 
the younger fans learn to appreciate the value of realistic play. 

He a quick look at three games due for release on or before 
Opening Day: 

Dave Holt of MicroSports has been hard at work on PRO 
LEAGUE BASEBALL 94, a statistical powerhouse of a sim that 
will feature animation, modem play (including chat mode), drafting, 
league leaders, and big, beautiful ballparks. For those of you famil- 
iar with MicroSports' PRO LEAGUE FOOTBALL 93, the inter- 
face will be very similar — drop down menus and edit screens for 
teams and profiles. The ballparks are hand-drawn. Eight ballparks 
will come with the game, and the remainder will be available shortly 
afterwards as add-on disks. Each ballpark is made up of nine screens 
(640x480x 16 plus shading), a huge improvement over the previous 
game’s quaint but disproportionate stadiums. The digitized footage 
which was a major feature of the 1993 game has been jettisoned 
(thankfully - several companies tried this and no one was able to use 
this feature to their advantage). The game will have the MLBPA 
license, so you'll get real players, but not the real logos or nick- 
names. Expect accurate results, reams of stats and the ability to play 
via modem, saved profile, or against the computer. 

Those familiar with the PURSUE THE PENNANT board game 
will know the name Michael Cieslinski, its designer. Mike is now 
behind DYNASTY BASEBALL, a new game that will be released 
as a board game and as a computer game for both the Mac and 
IBM/Windows. The computer versions will be a direct translation of 
the board games, so theoretically you could follow along with the 
player cards if you had both. Michael has instilled a depth of effects 
including lefty/righty stats, separate steal ratings for each base and 
even the umpire’s strike zone ratings! The ballparks are beautiful 
photographic renderings - Wrigley Field and Fenway will come with 
the game; additional ballparks will be available on disk or CD 
ROM. For league players and Commissioners, a plethora of utilities 
abound including import/export, game scheduler and draft features. 
Leagues will be editable (although player creation is not an option) 
so the new 1994 alignment can be set up or older traditional leagues 
may be arranged. Play by play text promises to be suspenseful, and 
unusual plays will occur, even the remote chance that a ball will 
bounce off Canseco’s head and into the RF stands for a homer (this 
event alone reignited my belief in karma!). 

Another labor of love is DIAMOND DREAMS BASEBALL, 
hot off the press with version 3.0. Perhaps the highlight of this ver- 
sion is the Computer Manager feature, which lets you input your 
specific managerial tendencies into a file. Now you are there - truly 
there - as a road manager versus the computer or (especially) against 
another player in a league. The schedule manager will replay a sea- 
son or part of a season including all stats and game results (even 
special boxscores such as no-hitters, 5-for-5 days, etc.). League and 
team rosters may be changed around for those who want to play 
"what if,” or actual seasons can be replayed (several older seasons 
are available separately). All older player sets are compatible with 
the 3.0 version, and registered owners now have an 800 number at 
their disposal for technical and hardware assistance. Future plans 
include versions for the Mac and IBM Windows. 

At this writing, PTP has released its 5.0 version and DIAMOND 
DREAMS has just shipped. We'll take a more in depth look at those 
two as well as available pre-release versions of the others next time. 
Pitchers and catchers reporting, baseball games in the mailbox... who 
cares about the snow? Until then, play hard, play fair, have fun!Q 
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REVIEW 


UNNECESSARY 
ROUGHNESS 


Us the year of the pigskin in sports soft- 

ware, and Accolade has thrown their hel- 

met onto the field with UNNECESSARY 
ROUGHNESS WITH THE NFLPA (UR for 
short), a game that seems to have combined 
elements of MIKE DITKA UNLIMITED 
FOOTBALL and HARDBALL III along 
with some new features. Having had the 
advantage of feedback from a previous football 
game, plus the ability to see several other com- 
panies’ offerings, Accolade had an opportunity 
to put it all together and make a game that 
would be all things to all people. 


the hook, I suppose) and are touting the anima- 
tion, play design and the benefits of the player 
license as top notch. 

I admire the ambition, but if you bite off that 
much, you've got to chew it too. 


Nag, nag, nag 

UR, frankly, was a bitch to get running 
when I first started. Unlike many games that 
read your configuration upon installation and 
adjust, UR wanted my Soundblaster settings 
somewhere other than where they were. 
Although the Install section did not mention 


*When she was good, she was very very 
good, But when she was bad she was hor- 
rid." 

The full page ads for UR promise heart- 
pounding excitement, in your face football, 
with state-of-the-art graphics, the thrill of real 
players (thanks to the NFLPA license) and the 
play by play of Al Michaels, one of the most 
recognized names in sports broadcasting. 
What UR turns out to be is a game that does 
some things very well while completely (and 
in my humble opinion, inexcusably) ignoring 
other options. Accolade is marketing the game 
as "the most graphically intensive PC football 
game ever seen outside a stadium" (which lets 
PC football games seen inside a stadium off 
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this, the troubleshoot section said I should 
make sure my setti are “correct”. Well, 
they've been working for two years! Oh, you 
mean reconfigure my autoexec.bat to include 
those settings? Sure. Finally, after a few mem- 
ory management shifts and making sure 1 was 
letting my batch file assume nothing, | was 


ready to go. 

The menu structure of the game is easy to 
follow. Selecting an item off the main menu 
will take you into a sub-menu for the new area 
(leagues, playbook, etc.) and there are drop- 
down menus (here called toolbars) for further 
in-section choices. Using the <ESC> key will 
take you to the previous menu. A mouse or 
keyboard are equally effective here, and you 


are prompted for any decisions involving print- 
ing or saving. In the gameplay section of the 
program a main menu appears, where you can 
toggle several items on and off, like field con- 
ditions (and display), sound effects, digitized 
speech, animated referees, etc. Those with 
slower machines will need to make some 
choices here; the fewer items you activate, the 
faster the game will run, and the more speech 
you will get during the game. 


Not Now, Honey, I’m Busy! 

To play a game, you load a league and then 
select teams to play with. Controls can be set 
for computer or human play, and some ele- 
ments can be set here - quarter length, 
injuries, penalties, some weather - before 
playing. There are also four degrees of con- 
trol, from coach only to actual arcade action. 
It is therefore possible to take two players of 
different skills and make the match a little 
more even. You can also choose to simulate 
a game, a week of games, or even an entire 
season. 

On the playing field, we zoom in for the 
coin flip, and are then sent to our playbooks to 
select a play. Up to ten playbooks are avail- 
able for use during a game, and accessing them 
is easy to do. The play name is listed below a 
simple X and O style diagram; clicking on the 
play calls it in, and then before you know it 
you are back on the field. This works well, and 


since you can create and/or customize your 
own playbooks, can be as organized and struc- 
tured as you want it to be. 


Today’s Game 
is Sponsored by... 

The team names are in the end zones, and 
the home team logo is at midfield. The NFL 
license, not the NFLPA, is the one that con- 
trols the team nicknames and logos, so what 
you have are the correct cities (no one owns 
that license!) and creative, but odd, logos for 
their teams. This is reminiscent of HARD- 
BALL III, and as with that game, logos can be 
designed using a paintbrush palette. Logos in 
an LBM format can also be imported (artists, 


start your engines!). The camera angles are 
completely customizable - the 3-D orientation 
can be shifted up, down, in and out, and you 
can lock in and save several perspectives for 
easy recall. Movement between these is swift 
and clean, and the “dolly” effect of sliding 
across or zooming in is well done. 


Box Seat View 
with Back of Head 

The graphics are a mixed bag. The play- 
ers are proportioned well, and even when 
zooming around like a drunken blimp pilot, 


Strategy Plus 


Only one fleet will be left afloat in this thrilling 
masterpiece from QQP. Experience the grueling 
campaigns, the agony of defeat and the exhilaration 
of VICTORY!!! Develop cultural resources and 
manage the growth of your population. Allocate 
natural resources to build missile sites, radar 
stations, shipbuilding facilities and SUPERSHIPS. 
Itis up to you to destroy your nemesis... 

or end up in Davy Jones' Locker. 


* MODEM PLAY (A QQP Hallmark) 

* City Economics-Cultural and Industrial aspects 

* Campaign Play 

* Player History 

* A wide selection of ship types 

* Random Maps-unlimited variation 

* Atruly challenging Al 

* Battles Include: Falkland Campaign, Battle of 
Northcape, The Bismark-Tirpitz Connection, 
Surigao Straight, Yamamoto's Trap, etc. 

* Plus some "What if" Battles 

* Atactician’s and strategist's delight!!! 


Reader Service No. 39 


"The Grandest Fleet" computer game is 
for IBM PC. It can be obtained through 
your favorite retailer or call: 


1-908-788-2799 
or by writing to: 
QQP—495 Highway 202 
Flemington, NJ 08822 


Copyright 1994 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 
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FILES 


the scaling is impressive. But zoom up too 
close and you are greeted by the box-like 
things that these players are (even on the 
default coin flip, the referee looks like he 
has leprosy). No big deal; I pull back a little 
to a more comfortable zone. The animation, 
on the other hand, leaves a lot to be desired. 
Quarterbacks don't drop back, they turn 
around, tuck the ball away, and run straight 
back towards you (as you watch from behind 
the offense). Then, they turn around and 
stand like the Statue Of Liberty as they wait 
to pass to a receiver. Receivers run down- 
field, but may turn and face the quarter- 
back...in a crouch! Defensive players run 
towards you, hands clenched, elbows tight, 
hips swivelling in perfect time. Is this Buddy 
Ryan's 4-6 squad of maniacs, or the road 


DISPLAY, WEER 


Accolade 


Minm 


cast of The Rockettes From Hell? 


St. Vitus’ 
Epidemic on the Field? 

Tackling is also bizarre at times. Players will 
fall down stiffly and lay there, sometimes flip- 
ping end over end first like a surfboard after a 
wipeout. If a player is meant to break a tackle, 
sometimes he will just run through the defend- 
er, and sometimes the defender will run away 
from him, or just fall down a few yards 
upfield. This could be the opposite of the 
“bend, but don’t break” style of defense being 
preached nowadays. Too bad, because the 
VCR interface permits choosing any of the 
twenty-two players on the field to key on as 
the focal point, which is an excellent feature. 
You cannot save these films, however. 

The sound is choppy at best. The voice- 
overs after plays are laden with popping 
sounds, and the on-field grunts and groans of 
the players are staggered. The crowd is silent 
unless there is a score, when you get a 2-3 sec- 
ond burst of noise. If you want to have game 
sounds, there has to be some continuity; any- 
thing else is a distraction. 

I will give Accolade high marks for their 
play design section. You can edit a playbook 
by saving it under another name, and then 
delete or change the plays within. At the chalk- 
board, each player can be given an assignment 
or a route, and then the play can be practiced 
alone or against a defensive play (you can even 
use a split screen to see Xs and Os on a game- 
field). Nice additions here are speed adjust- 
ments for the ball carriers (for delays) and read 
logic for the defenders. You can even draw a 
specific blitz route for the player to follow, or 
set a lineman to fill the gaps. After saving a 
play, it can be copied to any playbook, and you 
can also assign strategies. Strategies will 
determine when the play is used when the 
computer is controlling the action, and 
although this is not as simple as a game pro- 
file, one can assemble a situational plan of 
attack by careful playbook construction. 


Problems with the Roll Rate 

This would all be great if the players rat- 
ings were effective, but they are anything but. 
Rated on a scale from 50-100, the NFLPA 
players are on teams in their respective cities. 
Emmitt Smith, for example, has 100's across 
the board in skill, speed, strength, agility and 
intelligence (he had to be smart to hold out 
for that contract). Okay, most games I play 
rate players like this, let's see how they do by 
running a season. EYAAAH! So much for 
reality! Teams average 38 points a game, and 
there are scores like 91-14! Seattle and New 
England played a 59-56 game! There is 
either a serious lack of defensive AI, or these 
ratings are way out of line. The ratings are 
editable, so hopefully someone will create a 
league that works and upload it to the net- 
works. Players can not be traded or drafted 
per se; you have to "substitute away" a player 
(that's Orwellian for delete, I believe) and 
then rename and re-rate a generic replace- 
ment. Then you go to the other team and do 
the same. 

I'd tell you about the league stats and 
leaders...but there are none! Clicking on a 
team menu, you will get a list of individual 


season stats, although very basic, and you'll 
also find that the computer makes little use 
of the roster depth. There are also just plain 
errors - checking the Oilers I found that 
Moon had 326 attempts and 60% comple- 
tions (but no number of completions is list- 
ed) for 3328 yards. Lower rated Cody 
Carlson completed 72% of his passes for 
4753 yards. No one else threw the ball. Yet 
the team stats show an aggregate passing 
attack of 869 attempts, 52% complete, for 
7769 yards! There is no way, save printing 
out all 28 teams, for me to figure out who 
led the league in any category, and with 
math like this, who'd be certain anyway? 

I went to the league schedule menu, where 
thankfully I can go to any week and see the 
scores. There are no stats for those games, 
though, and when I printed them out, they 
printed from “Week 0” through “Week 17" 
instead of 1-18. Didn't anyone try this during 
testing? At least you can print standings, ros- 
ters and scores to a printer or your choice of 
file location. There are other minor points I 
would fix - make the week number visible 
during seasonal replays, change the 45 second 
clock to 40, which is the NFL rule - but I 
think Accolade has its hands full as it is. 


Our Call 

Accolade has received some harsh criticism 
for the initial version of this game, and 
UNNECESSARY ROUGHNESS might 
well be an apt description of the Customer 
Service Representative's interface with own- 
ers of the game. Accolade has already posted 
a "help message" on Compuserve that indi- 
cates they have heard the voice of the con- 
sumer, and will issue a revision that will 
*..address many of your concerns and com- 
plaints about the game. As soon as it is ready, 
we will offer it free of charge to those who 
send in disks for replacement." Commendable 
as this is, I cannot understand why they did 
not anticipate some of these problems in 
advance. Thorough pre-release testing should 
have picked out many of the problems, and 
Accolade should have made them a priority to 
fix before the first game went out the door. 

I really, really hope Accolade comes through 
with a new version that has realistic player rat- 
ings, improved animation, and some type of 
dynamic statistical database that gamers can 
use. There is so much potential here, I have to 
believe that it went out as is because of a dead- 
line and not because the product team ran out 
of ideas. Show us, Accolade, that you know 
what we want and are willing to deliver it. 
Otherwise, for a lot of users, the only difference 
between this and the mall arcade game will be 
the slot where you put your quarters in. 

Bill Holmes 


| Published by: Accolade | 
| Designed by: “Mean Gene" | 
Systems: IBM 386-33+, 4 MB RAM (486+ 
and 8MB recommended) | 
Graphics: VGA, VESA SUPER VGA 
Sound: Sound Blaster / SB PRO, Adlib, MT- 
32/LAPC-1, PAS16, GEN MIDI 
Requires: 8 MB on hard drive, memory man- 
ager 
Supports: mouse, keyboard, joystick 
Notes: off-disk copy protection 
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A Explore a new game 
world in the style of 
the Arabian Nights! 


High magic and dark deeds 
reign as you face the evil Genie 
Lords in a quest to restore your 
family honor! A complex, pre- 
generated character grants you 
quick entrance into the all-new 
AD&D” AL-QADIM' game world. 
Encounter genies, sinister sor- 
cerers, wise hermits, and many 
more mysterious beings, each 
with their own secrets and 
challenges. Use magical items 
to face the challenge of real-time 
combat and puzzle solving. And 
savor a tightly woven story line 

that's enhanced by grand 

5 - cinematic musical themes 
aA — all in the exotic new 
AL-QADIM game world! 


IBM 256-color VGA Displays 


COMPATIBLES 


Available on 3.5" 
disks and 
CD-ROM. 


TO ORDER: Visit your retailer or 


call: 1-800-245-4525 with Visa or SE a 
MasterCard (U.S. & Canada only). xen ^1 
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ADVANCED DUNGEONS & DRAGONS, AD&D, AL-QADIM, the TSR logo arid all TSA characters, character names, and the distinctive likenesses 
thereof, are trademarks owned by and used under license from TSR, Inc. ©19947SR, Inc. ©1994 Strategic Simulations, inc" All rights reserved, 


HARDWARE 


CYBERMAN 


Geoff Keighley tries to decide if this new 3-D 


joystick-mouse-keyboard from Logitech is more 
decorative than it is functional 


D. It's a word everyone has heard 
3 before. Whether it be from 3D 
movies or 3D computer games, 


everyone wants to experience 3D entertain- 
ment. In essence, 3D is anything which has 
depth, and isn’t flat. Most objects on the com- 
puter screen are 2D, meaning they have height 
and width, but not depth. Within the last few 
years, the Cyber age of computer games has 
evolved, and brought with it 3D games, such as 
id software’s DOOM, Origin’s Shadowcaster, 
and others. Although these games are 3D, the 
devices we control them with are not. 
Specifically, the mouse and joystick are 2D 
devices, which don’t allow us to simulate 
“depth.” The Logitech Cyberman 3D con- 
troller hopes to change all this, by letting game 
players experience 3D control of games. 


It's a floorwax ... no, it's a 
dessert topping 

The Cyberman is best described as a combi- 
nation joystick, mouse and keyboard. Dubbed 
as the “all-in-one” input device, Cyberman allows for movement in 
six directions. A mouse will allow for movement in the x and y 
directions. Cyberman employs x and y as well as the six degrees of 
freedom, yaw, pitch and roll. These six degrees provide different 
functions in games, but for example, yaw could be used for the play- 
er to look left and right without moving. In essence, these new 
degrees manipulate the ego image on screen, rather than physically 
moving it. Logitech suggests that with these new ways to move 
around, the player will forget about the input device, and feel like 
they are right in the game. 


Be the ball 

Tactile feedback in Cyberman allows the player to feel the game. 
For instance, in a combat game, when fighting, if the enemy attacks 
the player, and hits him with a sword, the Cyberman will “jiggle” 
to indicate shock. This is accomplished by a little motor which 
vibrates the Cyberman and is in my opinion, the best feature of this 
device. 

The final “feature” is that Cyberman is ergonomically designed. 
Ergonomic means it’s comfortable to use. 

It sounds great, doesn’t it? Almost too good to be true? Well, 
unfortunately, it is too good to be true. Although it is an interesting 
input device, there are some serious flaws with the product. 

Cyberman is marketed towards the “hard-core 3D gamer.” 
Although the device has potential to work with 3D games, it is inept 
when used in non-3D applications. Speaking of windows, Logitech 
strongly recommends against using the device in Windows. Think 
of it as using a joystick in a wordprocessor; it just doesn’t make 
sense. This reviewer strongly suggests that you have another input 
device available besides the Cyberman. In my tests, you will not 
want to use Cyberman with anything besides 3D games. 

Since this product concentrates on 3D games and applications, 
let's talk about them. First of all, with the Cyberman comes three 
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product demos to show off the product. There is a playable demo of 
Origin’s Shadowcaster, and Knowledge Adventure’s Body 
Adventure. Along with the above two mentioned products comes a 
Logitech “Virtual Reality” world, which allows the user to try out 
all the movements available. A game not included with Cyberman, 
but no doubt the hottest 3D product out there is id software’s 
DOOM. The game did not support Cyberman in version 1, but 
support will be added in version 1.2 (unavailable to try out at press 
time). 

The current crop of games supporting Cyberman is extremely 
disappointing. Most of the support seems to be “tacked on” at the 
last minute, and thus, the control isn’t the best. Lands of Lore, 
Terminator: Rampage, and Shadowcaster all support the 
Cyberman. Control in these games seems sluggish compared to 
the mouse or keyboard. Despite the fact that it’s a dedicated 3D 
device, Cyberman provides coarser control than a mouse or key- 
board. The most noticeable problem is that whenever you push 
down on it to go forward, it’s impossible not to hit the middle but- 
ton (there is no where else to support your hand). 

Although Cyberman could end up dead in the water with its 
flaws and lack of support, it’s possible developers will start creating 
applications and games which specifically take advantage of the 
device. This is probably wishful thinking on my part, since as of 
this writing I’ve not seen any indication of growing support. 

As it looks now, Cyberman will probably end up as a nifty look- 
ing product on your desk, which hardly gets any use.Q 


| System Requirements: DOS 3.3 or higher. Tactile feedback requires 
2AA batteries or AC adapter (not included). Lifetime Guarantee 


| Package Contains: Cyberman with 9 pin serial connector; 9 to 25 pin 
| adapter; Driver software (3.5" disks); Documentation; Game demos 
| (8.5" disks) 


Strategy Plus 


f 
Fs centuries, war hasaaged among the demons 
and fairies, devastating this mystical land. ‘Iwin 
brothers, born to mortals, are separated at birth, 
chosen for the ultimate battle that will decide 
the fate of heaven and earth. They later 
meet, never knowing their true rela- 
tion — or their own dark destiny. Fated 
to duel your twin to the death, you must 
fight to stay alive and rescue lovely, innocent 
` maidens from the clutches of menacing foes. 
And perhaps, become the ruler of all. 


Enter a World 4), 
of Demons = 7 
and Damsels. -4 
If You Dare. 


So the challenge is on! An incompa- 
rable.role playing fantasy game for 
your PC, with stunning, hand 
sculpted graphics throughout, 
merous scripts and a thrilling 
plot. But be warned — with its 
'"ayoluptuous women and intense 
| action, Dragon Knight III is for 


i \mature audiences only. And 
BAN | not for the faint hearted. 


Available now at your 
nearest dealer or call 
1-800-258-MEGA. 
Or write Megatech, 
PO. Box 11333, 
Torrance, CA 

90510. Visa, 
Mastercard, 

checks accepted. 


ements: 286-20 or faster machine 
\ d) with 640K RAM, hard disk, 
Operating Sys.: MS DOS 3.3 

Y 1. Graphics compatible with 
Sound Bloster, Sound Bloster 
n Tue pon Pro Audio Spectrum, Adlib Gold 
and Speed Master. 
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"yas 


ey, Alex! Wanna see if you can 
grow a garden on the computer? 
There's the places we can plant: a 


house, a plot in the country, and a castle way up 
on the hill. Wow, did you see that red convert- 
ible whiz by? 

So you wanna go to the castle first? Yeah, 
me too. 

This is the hardware store. See, there's the 
seeds hanging up on the wall. Just click on the 
ones you want and they go in the basket. Yes, I 
see the frog in the jar. Alex! if you click all 
over the place you're gonna...hey, you let the 
frog out! 

So you just drag each of the seeds over with 
the cursor and drop ‘em in the holes. No, not 
that hole; that's where the gophers live. Well, 
you gotta catch the gophers because they'll eat 
up your garden. Click on it and find out...see 
all the tunnels underground? If you click on 
the gopher when he runs by you can put him in 
that cage over there, but be careful of the... No, 
not the skunk! 

Published by: Media Vision 
Systems: IBM PC 386-33mHz or higher, 4MB of RAM, CD-ROM 
with 150 KB transfer rate, MSDOS 5.0 or higher, Windows 3.1. 
or Macintosh II series, LC series, Quadra series; System 7.0 or 
higher; 4MB RAM (virtual memory) or higher; 640 X 480 with 256 
colors; CD-ROM with 150 KB transfer rate. 

Graphics: 640 X 480 Super VGA with 256 colors 

Sound: 8-bit Windows compatible sound card 

Supports: mouse 

Notes: hard disk requirements 1MB 


Ben: 
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Back at the surface... Well, look at that. 
While we were catching gophers (and one 
skunk) the topiaries grew — those bushes that 
you cut in all kinds of shapes, like Edward 
Scissor-hand did in the movies. Just pick up 
those shears and give it a try. Hey, it does look 
sort of like Big Bird, doesn't it? 

Let's get some seeds for a flower garden. 
Yes, I thought you'd like the weird ones. 
Those snap dragons have got real dragon heads. 
And the fireworks flowers...those look illegal. 
Well, get some tulips, too, so we'll have some 
to take to the shop. Those are ladybugs in that 
jar. They're nice bugs, they....don 't let them 
out! Sorry, sir. My nephew can't seem to keep 
his cursor to himself. Come on, Alex, before 
you tear the place apart! 

At the house...After you put the seeds in the 
hole you water them...what have you done to 
the house?!?! Yes, I know if you click on the 
house you change the color, but you don't want 
to paint it camouflage! Alright. Yes, steel 
plate is fine. 

See the kittycat in the window? If you click 
on the television I bet it’ll come on. No, not the 
wading pool. What's that! A sea monster in 
the wading pool?! I hope those snap dragons 
grow up fast. We're gonia need protection (I’m 
such a punster, no kidding!). 

Now click on the sign that says shop. See, 
the flowers you cut are in the bucket. Click on 
one of those vases and you can put the flowers 
in the vase. Yes, I see, the dog scratches if you 
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click on him. Now don't go...there’s mice in 
that drawer! I mean...it’s a mouse rock band! 
Alex, shut that drawer! Sorry sir. You know 
how children are. 

This is the vegetable patch where...Well, it 
takes time for plants to grow. Alright, if you 
can’t wait for them to grow click on the calen- 
dar. Now click on the fast button. Each day 
will go by in one second. That way you can 
see the veggies grow right in front of your very 
eyes. Yes, I see all the purple monster squash- 
es. But where's the corn and the beans? What 
do you mean you only planted monster squash? 
What are we gonna take to the market! Now 
you get that trowel and dig up some of those 
monster squash and plant some real vegetables! 

Forever Growing Garden (FGG) requires 
4MB of RAM, and installation adds a Media 
Vision group to your Program Manager. My 
only gripe is some obvious shortcuts. The snap. 
dragons, nicely drawn as they are, don't move 
when you click on them, they just spurt a little 
flame. Also, the gopher hole in all three gar- 
dens is the same. Mind you, the game is good 
for learning mouse technique. In fact, I even 
found it a bit difficult, but nimble little fingers 
will get the hang of it. 

When the cursor turns into a hand there's 
always a little treat. Click on the fireworks 
flowers and they blow up; click on the river and 
a shark chases a guy in a boat. FGG must be 
played with the CD ROM disk in the drive. O 

Gerald Warfield 
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Nothing mastes memory ie QEMM* 
And now for just a few dollars more than you would pay for OEMM alone, get OEMM 7 with some of the hottest games around! 
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Quarterdeck Direct: (800) 354-3222 
Game Pack 3 available in United Kingdom. Call for your nearest dealer: (0245) 496 699 or fax: (0245) 4 95284 
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REBOUND 


If you've got some- 
thing to say - say it! 
Write to: 

Strategy Plus 

P.O. Box 5692 
Burlington, VT 05402 


Letters may be edited 
for space. 


The Waffen SS Debate 
Dear Editors: 

I finally received my Strategy + today — 
great issue! I particularly enjoyed your pre- 
view of Across the Rhine; it really whet my 
appetite. Mike Robel also has me salivating 
over the upcoming release of Iron Fist. (By 
the way do you happen to know the release 
date of these games?) The quotes from the 
Battle of the Bulge wi nice touch — ah, 
Henry Fonda, Robert Shaw, Danno from 
Hawaii 5-0, M24 Chaffees for Shermans, 
M48 Pattons for Tigers, what a flick! 

I would like to now comment on the use 
of the Waffen SS in PC games. Asa Jew I 
seek to remember the horrors of the holo- 
caust. I find that excluding the portrayal of 
SS units in a game is a form of denial. As 
long as the acts of the SS are not glorified 
and their presence on the battlefield is accu- 
rately portrayed, I have no problems with it 
Should we not mention the Waffen SS in 
history books or movies? Should we hate 
Ralph Fiennes b/c he plays a Nazi in 
Schindler's List? Of course not! PC 
wargames are not only for enjoyment; they 
are also learning tools. As such, excluding 
Waffen SS units in this instance is a form of 
censorship and should not be tolerated. In 
short, MicroProse should not pander to such 
"politically correct" bullshit (pardon my 
French); I want some Waffen SS baddies to 
blow up in future modules of AtR 


ei 


Regards, 
Stu Kohn 


Dear Stu, 
Thanks for your opinion! We absolutely 
agree that censoring the unpleasant realities 
of history is a form of denial. It's one that 
MicroProse is/was apparently involved in 

primarily because it's one the German 
government enforces officially — with- 
out such re. 


"ictions, the game might 
not be marketable in Germany. An 

add-on disk for the American 

market is likely, and we're sure 
will provide you plenty of 4 
Waffen SS to blow up. We f 
hope the German gov- f 
ernment will read our 
magazine and then 
decide to change 
their policy on 
these matters 


ll ver, 


Sorry, we screwed up... 
Dear Magazine, 

What's this with the “pornguzzardoindiges- 
tion" or whatever tip for Simeity 2000?! It 
doesn’t work! Nada! How frustrating! That 
and a few other things in your early tips arti- 
cle for this game just didn’t compute. What’s 
going on — have you lost your collective 


The coffin dirt search 
Sirs, 

First off, let me say I love 
your magazine! In fact, I just 
sent in a request to up my 
subscription by several 
years. It’s fantastic! 


I'm having a cou- 
ple of problems 


with Hy 


MicroProse’s 


minds?! 


Very Sincerely, 


A Host of Angry Gamers Around the Planet Legacy: 
Realms of 
Dear Host, Terror. 


Oops!! We forgot to mention that Sandy I've 
Kettenhofen's piece was written on the 
Macintosh and for the Macintosh version of 
the game. Some of the info there is apparent- 
ly not applicable to the IBM version. 


of optimistic neglect on our part — we fig- 


A case 


ured all Maxis had to do was run the Mac 

version of the game through an IBM S 

compiler and all would be done. Silly 

us! Changes have been made. An p 

upcoming issue will feature p? 

extravagant, colorful, detailed 

and informative tips specifi- 

cally for the IBM version 
all thoroughly tested 

for your reading plea- 

sure. — Eds. 


ACCESS 
Brings You 


4 ' Interactive Movie! 


What Reviewers are Saying : 


“Lots of games claim to be pushing the 
envelope—Under a Killing Moon blows it to 
smithereens ” 

—William Trotter, PC Entertainment 


“Under a Killing Moon...the most 
elaborate graphic adventure to date. A 
ground breaking CD adventure!” 

—Joyce Worley, Electronic Games 


| “Under a Killing Moon combines the best 
| elements of movies and computer games and 
creates an amazing interactive experience 
that's better than either of them . 
It literally pulls you into the screen." 
— Denny Atkin, Entertainment Editor, 
Compute Magazine 


Pls ad 


-creating Interactive Movie from ACCESS Software goes light 


years beyond any other product labeled “interactive.” Under a Killing Moon 


takes you to the streets of post 


rld War III San Francisco and casts you into 


the role of Tex Murphy, Private Investigator, who first appeared in Mean Streets, 
then Martian Memorandum. Under a Killing Moon is a Virtual World full of 


used their hint line (to the tune of 
$60) and even tried writing to the 
company (although they did not 
reply). I can't find enough 
bags of coffin dirt to kill all 
the skeletons in the mau- 
soleum. I found the 
one on the first floor; 


to the ante-chamber. Unfortunately, there's a 
lot more skeletons and I’m nev 
the Golden Tore 

The other frustration I have is I’ve never 
been able to locate the spell books for all 
the spells listed in the manual. I know they 


ble to get 


have to be somewhere, but even using my 
unlock door spell on keyless doors has 
the ones in the pil- failed to uncover them (still missing: Swift 
lar in the ante- Limbs of Mercury and Sword of the 
chamber; and Shadow) 
one in the Please help! I usually get thru a game in a 
outer few weeks (or a few months if I’m playing 
walk- only during my spare time). I've had Legacy 
way for over a year and it's driving me up the 


proverbial wall 


Thank you, 
Paula Rodgers 
Vista, CA 


Dear Paula, 
Thanks for the kind words! Maybe 
this will help: the Golden Torc is 
hidden behind the last door on 
the level. Save before trying 


N 


to open it, then go through 
a few times and focus on 


mapping the maze 
. completely and care- 
N fully. Return to 
your save again 
N, and then try to 
run through 
the maze 
(using 
your 


$ What do 
film stars 

Brian Keith, 
Margot Kidder, 
& Russell Mean: 
all have in 
common? 


A They all star in ACCESS Software's 
new CD thriller Under a Killing Moon! 


4910 W. Amelia Earhart Dr. 


Coming Soon 


It Lake Cit) 


Resder Gervire Na RO 


map) past the monsters as quickly as you 
can. Otherwise, enter each room only once, 
hit the skeleton in there and then move past. 
The door will eventually open. No clues 

here yet on the missing spells — anyone 
with some help, shout it out now! Send it in! 


— Eds. 


Cut the chatter 
Dear Strategists: 

Your zine is getting better and better...I’ve 
always liked Steve Wartofsky’s reviews, with 
their knowledgeable detail and infectious 
enthusiasm. Now a few quibbles about the 
editing. First, the italicized editorial com- 
ments — cut back! Most of em are unwel- 
come, not to mention cryptic. A comment 
that clears up or updates a writer’s words, on 
the other hand, is quite welcome, and 
responses to most letters are fine and some- 
times hilarious. 

Secondly, an editor should be a tyrant 
stripping the fat away from every article over 
the howls of his writers. 

Finally, I vote for longer letters pa 
could enjoy several full pages of letters from 
fellow hobbyists. And fewer previews, devot- 
ed primarily to groundbreaking, long-awaited, 
and otherwise special games. And how about 
capsule re-reviews of games that have recent- 
ly hit the bargain bin, for gamers like myself 
who can’t afford to buy them new? 


With considerable appreciation, 
Reed Derleth - KPFA FM 94.1 
Berkeley, CA 


Dear Reed, 
You got it! On as many fronts as we can 
Will definitely cool it on the editorial com- 
ments and devote more time to insuring our 


N readers get information presented vividly 


\ economically and consistently 
is Incidentally, am delighted to hear 
from someone at KPFA — was an 
avid listener back in the eighties 
when I lived in Berkeley. Keep 
N, the home fires burning! 
M Steve 


REBOUND 


SHORTCUTS 


Capstone 

c/o IntraCorp, Inc. 

7200 Corporate Center Drive 
Suite 500 

Miami, FL 33126 

(305) 591-5900 


Trump Castle 3: ‘The Donald’s’ 
casino is once again the focal point 
(and moneymaker) for Capstone 's 
latest gambling simulation Trump 
Castle 3 (TC3). Sporting some eye popping SVGA graphics and crisp sound 
effects, the many casino games can even be enjoyed by your poker buddies down 
the street, since TC3 incorporates modem and network capability. TC3 includes 
Blackjack, Roulette, Baccarat, KENO, Craps, Video Poker, four types of Poker 
(5-Card Draw, 5 and 7 Card Stud and Texas Hold ‘Em) plus thirty six different 
Slot Machines. Together with a “create-your-own casino character" editor and 
online help, it looks like we'll stay pat with this one. IBM CD-ROM. S.R.P. 
$59.95 


Swfte 

Swfte International, Ltd. 
Stone Mill Office Park 

722 Yorklyn Road 
Hockessin, DE 19707-8701 
(802) 234-1740 


Bicycle CD-ROM Collection: This 
update to Swifte 's popular Bicycle 
line of card games features improved 
sound capabilities that include card 
shuffling, chips clinking, etc. Also 
included are variants of several card games (Solitaire, Cribbage, Poker and 
Bridge) such as 12 different variations on Stud and Draw Poker. Choose from up 
to seven characters to bluff, bully and best. Windows and IBM CD-ROM. S.R.P. 
$49.95. 


Interplay Productions, Inc. 
17922 Fitch Avenue 

Irvine, CA 92714 

(714) 553-6655 


Interplay's 10 Year Anthology 
Classic Collection: Wow, talk about 
blasts from the past! Interplay has 
packed ten hot titles from years gone 
by in one game pack. The anthology 
contains Mindshadow, Tass Times 
in Tone Town, Bard's Tale, 
Wasteland, Dragon Wars, Battle 
Chess, Lord of the Rings, Castles, Star Trek 25th Anniversary and Out of 
this World. If that isn't value for the buck, I’m not sure I know what is. IBM 
CD-ROM. 
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IntraCorp 

7200 Corporate Center Drive 
Suite 500 

Miami, FL 33126 

(305) 591-5633 


Cartoon Maker: If you've ever had 
that craving to be the next Charles 
Schultz or Gary Trudeau, look no 
further than /ntraCorp 's Cartoon 
Maker. While the program is more 
akin to being a comic strip creator than an actual cartoon maker, it does provide 
some simple yet ingenious techniques to improve upon general creativity with the 
use of a computer. IBM. 


Mindplay 

Unit 350 

P.O. Box 36491 
Tucson, AZ 85740 
(602) 322-6365 


Easy Street: Children will love this learning adventure as they befriend Easy 
Street’s love-struck gorilla, Knuckles. A shopping trip takes on the strangest 
twists with this hairy companion. Educational skills of reading, math and prob- 
lem-solving are reinforced over the course of nine levels of play. Ages 4 to 7. 
IBM and Macintosh. S.R.P. $39.95. 


Math Magic: Wizrow, sorcerer supreme, needs help to break down the walls of 
the dungeon and free the trapped pets. Correctly answering various mathematical 
problems furthers the child’s quest to free the magical dragons. Educational skills 
include counting, addition, and subtraction featuring multiple levels of play. 
Ages 4 to 9. MS-DOS and 
Macintosh. S.R.P. $39.95. 


Kid-Fun: Kids will love to perform 
a Karaoke style repertoire as they 
sing along with Cindy the song 
lady. Kid-Fun is sure to be a treat 
for kids and parent alike. 
Educational skills include reading 
and listening. Ages 3 to 8. IBM CD- 
ROM. $39.95. 


Race the Clock: Memory games 
always make for lively entertainment 
and Race the Clock is guaranteed to 
add to the excitement. Completing 
the matching games become even 
more intense as children are pitted 
against the clock to solve the puzzle. 
Educational skills include concentra- 
tion, memory, vocabulary, verb use 
and puzzle solving. Ages 3 to 12. 
IBM CD-ROM. $39.95. 


Strategy Plus 


Broderbund Software 
500 Redwood Blvd. 

P.O. Box 6121 

Novato, CA 94948-6121 
(415) 382-4400 


The Backyard: Step into the 
Backyard, where whimsical and 
engaging activities encourage chil- 
dren to explore the environment 
around them. In all, there are six 
major games and activities that focus on a fascinating range of skills and subjects. 
In addition to developing their creativity, children increase their knowledge of 
animal anatomy, behavior and habitats, without doing any real damage to any of 
the above. Ages 3 to 6. Windows, IBM and Macintosh. S.R.P. $35.00. 


Mallard Software, Inc. 
3207 Justin Road 

Flower Mound, TX 75028 
(214) 539-2575 


Quackers - Fast Action Paq: The 
First Challenge: Long known for 
their flight and space based products, 
Mallard has decided to diversify its 
offerings. Quackers is the result of 
their efforts and represents a new 
product line of non-simulation based 
entertainment. Their first game, Fast 
Action Paq: The First Challenge is a compilation of four rudimentary arcade 
games; Flak Attack, Bubble Trouble, Mole's Quest and Bot. All are based upon 
more well-known titles long considered as timeless favorites. Windows. S.R.P. 
$34.95. 


Sanctuary Woods 
Suite 260 

1875 S. Grant Street 
San Mateo, CA 94402 
(415) 578-6340 


The Awesome Adventures of Victor Vector & Yondo - The Cyberplasm 
Formula: In The Cyberplasm Formula, you are the Archivist of the Museum of 
Fantastic Phenomena. Your field agents, the valiant Victor Vector and Yondo the 
Digital Dog, are sent back and forth in time to recover objects for the museum. 
The quest is to travel to the not-too-distant past to obtain The Cyberplasm 
Formula, a life-giving substance that will save the dying Curator of the museum. 
Ages 8 and up. Windows CD-ROM and Mac CD-ROM. S.R.P. $39.95. 


Ebook, Inc. 

32970 Alvarado-Niles Rd. 
Suite 704 

Union City, CA. 94587 
(510) 429-1331 


Aladdin and the Wonderful Lamp: 
If you enjoyed the Disney animated 
movie Aladdin (and who didn't?), 
you're in for a very special treat! 
Straight out of the collection of short 
stories entitled Thousand and One Arabian Nights, Aladdin and the Wonderful 
Lamp (AatWL) is a full-motion interactive video narrated by noneother than 
Sheherezade herself. Featuring 3-D animations, original full color illustrations 
and musical scores, AatWL retells the story of Aladdin and his magical lamp 
complete with a viewer participation, interactive wrinkle. Windows CD-ROM. 
S.R.P. $39.95. 
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Psygnosis 

675 Massachusetts Avenue 
Cambridge, MA 02139 
(617) 497-7794 


Hired Guns: Leading a futuristic 
band of mercenaries, you'll travel to 
the Luyten star system where you'll 
pit your military prowess and cun- 
ning against legions of hostile aliens. Utilizing a four-section split screen effect, 
the player as commander is able to guide his troop of marauders through 20 the- 
aters of hell incarnate collecting weapons, scanners and food all the while toast- 
ing scores of space-faring denizens. 

IBM and Amiga. S.R.P. $59.99. 


Interplay 

17922 Fitch Avenue 
Irvine, CA 92714 
(714) 553-6678 


The Classic 5: What a deal! Five all- 
time classics jam packed into one 
gaming package! Featuring familiars 
such as Backgammon, Chess (2-D 
and 3-D versions), Bridge, Go and 
Checkers, Classic 5 represents a phe- 
nomenal value considering the price. 
Bobby Fisher, eat your heart out! 
Macintosh, IBM and IBM for 
Windows. S.R.P. $49.95. 


Imager, Inc. 

767 Knollwood Terrace 
Westfield, N.J. 07090 
(908) 233-9155 


Kid Art: Typefaces: Billed as hot fonts for cool kids, Kid Art: Typefaces is a 
set of twenty TrueType fonts designed to make the writing process more enjoy- 
able for children. Some of the silly fonts included in the package are Pasta, 
Snake, Monster, Storm, Pizza, Cobra, Dinosob, Marble, Horrible and Blokhead. 
The program is designed to take advantage of other educational programs, such 
as Microsoft's Creative Writer, that accesses system fonts on Apple's 
Macintosh or Microsoft's Windows. Macintosh and IBM for Windows. S.R.P. 
$29.95. 


Devuono Devuono Games 
11826 Kiowa Avenue 

Suite 201 

Los Angeles, CA 90049 

(310) 207-9966 


HOLLYWOOD 


Hollywood Mogul: Steven 
Spielberg wannabees take heart! If 
you've ever pictured yourself. 
behind the camera, tweaking the 
financial worksheets, or just putting 
together talent for your own 
Hollywood Movie Studio you won't 
want to miss Hollywood Mogul 
(HM) from Devuono Devuono 
Games. HM is virtually a soup to nuts handbook on developing a movie from 
scratch. Plan on hiring your own actors, buy and develop your own novels or 
ideas, or raise cash (and even spend it on Lear jets!) to support your efforts, 
HM contains everything you'll need to strike it rich in Tinseltown. Break a leg! 
IBM. S.R.P. $59.99. 
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ONLINE GAMING 


News from the Front: Events and 
Happenings on INN 


Over the Net 


Virtual Vagaries by V'ger 


Formerly known as The Sierra Network, they have 

announced a partial acquisition by AT&T and General 
Atlantic, each of whom bought a twenty percent interest. The 
AT&T and General Atlantic partnership has what a spokesman for 
INN called a "path to control," which would eventually allow them 
to have a controlling interest. Soon after the stock purchase the 
name of the network was changed to The ImagiNation Network and, 
as time passes, it is hoped that a major portion of the games offered 
will be from sources other than Sierra-Online. 


T he ImagiNation Network is really jumping these days. 


Major upgrade 

Version 2.3 of JNN’s networking software is out and is a major 
upgrade of /NN. A plethora of new features and games are there for 
your perusal. Version 2.3 adds Stratego, /NN 3-D Golf (a multi-player 
golf game), Spades, Euchre and a link to NTN, a nationwide trivia 
network that has terminals in many bars and hotels. Originally, 2.3 
was $19.95 plus $5.95 shipping; however, after the initial announce- 
ment, there was quite a bit of grumbling about the price. When the 
dust settled, 2.3 was made available for the cost of shipping only. 

Those who are using 2.3 are easy to recognize , since their names are 
listed in blue (instead of the usual black) and those who are not playing 
a game have a small 2.3 icon to the left of their name. That recognition 
is necessary, because the new features of 2.3 only work if all the partic- 
ipants have 2.3. An important enhancement of the Clubhouse chat 
rooms is that users may now save their chats to disk. In prior versions 
chat rooms were private, but you could not save your conversations. If 
you wished to have a record of those hours spent with someone special 
you could either go to Sierraland, which was an extra $4.00/month, or 
go to an unoccupied conference room where anyone could come in at 
any time. From personal experience I can tell you it is a wonderful 
boon to budding romances and private moments not to have someone 
buzz in and ask for directions or simply to be obnoxious (what I would 
have given for this facility a few months ago!). 


Another feature that was much requested is the ability to look for 
people from anywhere in the lands, not just the phone booth on the 
map. A small, but very nifty feature that can save quite a few anx- 
ious moments when you are waiting for that certain someone to 
arrive and don't just want to sit in the map. It also avoids the 
"phone booth two-step," when two people are looking for each 
other simultaneously and dance back and forth between the phone 
booth and their designated meeting place. 


Multiple board Stratego 

Stratego has several board setups predefined, as well as letting 
you save your favorite openings. You also have the option of going 
to "play" Stratego by yourself, in order to set up as many boards as 
you have disk space for. /NN 3-D Golf will let up to four people 
play 18-hole golf at home with all the bells and whistles, including 
variable weather and club selection. 


New bag of tricks 

Four player Spades offers both partnership and winner-take-all 
versions. The Spades version most people play also had a nasty 
surprise for those of us who like to sandbag their opponents with a 
low bid. For each trick you and your partner take over the number 
of tricks bid, you get a “bag.” A bag is an innocuous thing, in and 
of itself, but when you accumulate ten over the course of a game 
(hands are played until one side reaches 500 points) you are set back 
100 points. Euchre is also a four player card game and has both 32 
and 24 card decks. The 24 card variation allows for quick games 
and is proving to be the most popular one. 


Beat the Clock 

The old games have had new versions and improvements added. 
Chess has a new clock, with numerous features that allow for total 
game times of 5 to 150 minutes; or your moves may be tied to the 
clock with a set amount of time per move. The amount of time per 


Sierraland: The Love Boat of the next generation? 


Winter Map 


ImagiNation v2.3 
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Stratego: Now you can play solo 


Aerodrome SierroLand v2 Stratego 


=) 
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Strategy Plus 


Sprint® long-distance service just 
became more valuable - up to $159.90** 
more! Now, when you switch your 
home long-distance service to Sprint, 
you can select any Sierra game, free! 
After enjoying six months of high- 
quality long-distance, you may qualify 
for a second free Sierra game.*** 

Only Sprint can offer you a nation- 
wide 100% digital, fiber optic network 
that provides the long-distance quality 
and reliability you need. Experience for 
yourself Sprint's "fiber-optic" clarity 
that makes both your long-distance calls 
and PC data transmissions crystal clear 
and virtually error free. 

Unsurpassed call and data clarity is 
just one of the many benefits you will 
enjoy as a Sprint customer. 


The Most* A Unique Calling Plan 
Sprint offers an unprecedented long- 
distance calling plan called The Most 
available now for all customers. The 
Most will save Sprint Customers 20 
percent off already low rates on calls 
each month to whomever you talk to 


AK 


the most, including international 
calls-even if the called person is with a 
competitive long-distance carrier. 

The Most will also provide an 
automatic 20 percent discount off all 
calls to Sprint's millions of dial 1 
customers, anytime and anywhere. 

When the person you talk to the 
most in a given month is a Sprint 
Customer, Sprint will combine both 
discounts for an effective overall 
savings of 36 percent on calls to that 
number.**** 


Save on Long-Distance When 
You're away from home too! 

Sprint's FONCARD™ lets you continue 
to take advantage of long-distance 
calling and savings even when you're 
away from home. The FONCARD is free, 
with cards available for every member 
of your family. 


The Service You Deserve 

At Sprint, we make no compromises 
when it comes to dependable, personal 
service - we do it all; operator services, 


ES 
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directory assistance, customer service, 
even instant credit for wrong numbers. 
And we do it 24 hours a day! 


No Risk Guarantee 

Your satisfaction is guaranteed: we'll 
pick up the cost of switching your long 
distance to Sprint, and will even pay to 
switch you back if you are not completely 
satisfied. (Some restrictions apply.) 

So why not sign up for Sprint and 
receive the clarity, savings and service 
you want while getting two Sierra 
games you enjoy? 


m 4 Sprint. 
SIERRA 


* Offer valid only in the U.S. and for new Sprint customers. 
Not valid for F ONCARD-only orders. One offer per 
household. Certain restrictions apply. 

** Retail value of Sierra Games. Offer valid on any current 
Sierra product with a retail value of $79.95 or below 
*** To qualify for a second game, the customer must bill $20 
per month in 3 of the first 6 months. 
**** THE MOST discounts apply to in-state/intraLATA calls 
only where authorized. 


move is adjustable. Players may create their own custom settings or 
play with no clock at all. 


You gotta have Hearts 

Hearts has two new versions, Partnership and Omnibus 
Hearts. In Partnership Hearts, players on opposite sides of the 
"table" are paired and play as a team. Points taken by either mem- 
ber count against the whole. A partnership can "shoot the moon" if 


Hearts Club Clubhouse v2.3 - Bride 


PASS 


SierraLand v2.3 — — CountDown L:54 


NTN Entertainment 
Network presents live 
Programs 365 days a 
year to Imagination as 
well as to hotels, 
restaurants, and 
taverns across the 
and Canada. 


Strotego Bay 
WHICH COUNTRY HAS 


NEVER BEEN AT WAR WITH 
ENGLAND? | 
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|i THE UNITED STATES 
|£ GERMANY 

3 FRANCE 

|4 PORTUGAL 

5 RUSSIR 
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DON’T STATE YOUR CASE 
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Current same is: 


CHunt Dwn 


they can take all the point cards between the two of them. Omnibus 
Hearts makes the ten of diamonds worth ten points in the player’s 
favor. You can also combine these options and play Omnibus 
Partnership Hearts. 


And if you buy this bridge 

Bridge has a new variant called Chicago Rubber Bridge. There 
are three further subdivisions of Chicago and they are Duplicate, 
Authentic and Cavendish. Something added to all of the “trick 
taking” games is the ability to review the last trick played. 


... l've got a Sopwith Camel to sell you 
Red Baron has gotten a makeover that includes improvements to 
the flight model and seven new planes. Three are Allied and four 
German, including the Nieuport 28 and the Fokker D. VIII (Hubba, 
hubba). 


Atanyrate... 

Something else that has stirred the dust mightily is an announced 
rate increase. An unusual aspect of this is that the announced rate 
hike will not take place until the first of next year for those who 
started accounts prior to January first of ‘94. In the previous rate 
structure, the basic fee of $12.95 gave access to the Clubhouse for 
thirty hours of non-primetime use. The primetime rates of $7/hour 
were in effect from 7am till 6pm. Access to any of the other three 
lands was $4/month each and an additional fee of $2/month was 
charged to send mail. There were additional packages that offered 
more hours and included access to all the lands, but the basic 
account and the unlimited account ($129.95/month) were sweet 
spots. Most people took the basic account and added the land they 
wanted and away they went. If they needed more time, they would 
buy another basic account. For the price of the next higher package 
(which was $49.95, giving access to all the lands for sixty hours of 
non-primetime use) you could have 150 hours of Clubhouse access. 
For those of us pursuing romance online, it was a lifesaver. 

It has been obvious for some time that this would have to change if 
INN was to survive, since [NN was losing money on each basic pack- 
age they sold. The new rate structure eliminates the unlimited package 
and offers no sweet spot. There are three packages, all of which offer 
access to everything in The ImagiNation Network, including stamps so 
users may send letters. Primetime has been eliminated, making all 
hours equal. The basic package is $9.95 and allows five hours of use. 
The Gold package costs $49.95 and gives you twenty-five hours. 
Platinum costs $99.95 and gives you fifty hours. Hours used in excess 
of the package amounts cost $3.50/hour, up from $2.00/hour under the 
old scheme. /NN has also provided an incentive for those who like to 
plan ahead. Those wishing to pre-pay can get a discount of ten per- 
cent for a three month term, fifteen percent for six months and twen- 
ty percent for a full year's "subscription." 

A great hue and cry was heard all over the lands the day this was 
announced back in December. That cry is still going forth, with many 
users saying that they will leave when the new year rolls in. There 
has been a boycott, of disputed success, and many of the boards are 
full of diatribe on this matter, a full two months after the announce- 
ment. It didn't help /NN that they tried to sugarcoat the increase by 
telling us it would be a decrease in cost for many users. The users of 
TSN and now /NN have been getting a sweet deal for some time, and 
it is now time to face the music. It would be nice if the old rates 
could have been maintained, but ZNN is in the business of making 
money. For those of us who are heavy users, the elimination of the 
unlimited package will be a severe blow, but if we stop and think 
clearly about it, we knew this day had to come if /NN was going to 
survive. I don't think a rate increase of this magnitude was wise from 
à public relations standpoint, and only /NN can say if it is necessary 
from a financial view, but something like this had to happen. 

I got a little present from /NN over the holidays: the seasonal disk. 
This adds map animations and music appropriate to the season to the 
map. The winter screen is particularly attractive, with snowball fights 
and kids making a snowman. A note of caution, though, some users 
have reported more frequent crashes with the seasons installed. 

Many players who enjoy the four-player card games are reporting 
that they are bombing more often under 2.3, and the ever patient 
Warren and his cohorts on ZNN are looking into it. 

Hope to see you on /NN/ V'ger Gone.Cd 
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Visa/MC Accepted. Checks held 4 weeks. Money Orders same as cash. 
COD $8. Defectives replaced with same product. Most items shipped 
same day. Shipping times may vary. Price/availabllity may change. All 
sales final. 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, 
AK, APO, FPO $4 per order. 4-8 day Worldwide shipping $6 per item. 


‘7th GUEST: 11th 
HOUR’ Sequel to 
7th Guest except 
the stakes are 
higher, the puzzles 
more clever and the 
return visit even 
more unsettling 
Solve puzzles and 
investigate clues 
that take you 
through Stauf's 
haunted house with 
movie-like plot 
twists, special ef- 
fects and music 


'PEBBLE BEACH 
GOLF LINKS' is 
the first in a series 
of LINKS CLASSIC 
EDITION courses 
made for the LINKS 
386 PRO with VGA 
graphics. Design- 
ers and program- 
mers spent more 
than a year repro- 
ducing every nu- 
ance of Pebble 
Beach. Users will 
feel like they've ac- 
tually played the 


Handling $2 per shipment 


Acoustic Resrch P 22 $66 
Acoustic Resrch P 42 $159 
Acoustic Resrch P570 $319 
Acoustic Resrch P622 $239 
AdLib Sound Card $34 
Advancd Gravis Ultrsnd$129 
Altec ACS 100 Spkrs $109 
Altec ACS 150 Subwfr $109 
Altec ACS 300 SpwSub $299 
Altec ACS 200 Spkrs $209 
Altec ACS 3 Spkrs Sys $169 
Altec ACS 50 Speakers $79 
CH Weap Control Sys $44 


Cyberman $69 
Fighter Stick $79 
Flight Control Stand $18 
Flight Stick $36 
Flight Stick Pro $57 


Game Card 3 Automatic $28 
Gravis Analoj Joystick $29 
Gravis Anolog Pro Jystk $34 
Gravis PC Game Pad — $19 
Jet Stick $29 
Labtec CS-150 Spkers $17 
Labtec CS-550 Spkers $24 
Labtec CS-700 Spkers $32 
Labtec CS-800 Spkers $30 
Labtec CS-900 Spkers $63 
Labtec CS-1000 Spkers $75 
Labtec CS-1200 Spkers $84 
Labtec CS-1400 Spkers $89 


Mach 3 Joystick $27 
Maxx Cobra Flightstick $54 
Maxx Control Yoke $54 


Maxx Ruddr Pedals FLT $38 
Media Concpt SBist clon $39 
NEC 3XE MSpn Ex CD $599 
NEC 3XI MSpn Int CD $499 
Notebook Gameport $39 
PC Symphy Adlib Comp $37 
Pilot Control Stand $19 
Pro Audio Spectrum 16 $139 
Pro Audio Spctr 16 Bas $109 
Pro Audio Spctrm Plus $89 


‘STAR LEGIONS’ 
From the creators 
of the Star Fleet 
series. You com- 
mand a mighty Im- 
perial invasion fleet 
assigned to detroy 
the hated Alliance 
and cure the galaxy 
of the plague of 
democracy. Only 
the strong deserve 
to survive and rule! 
Guide your legions 
tactics' as they 
conquer a crucial 
strongpoint. $12 


Pro Audio Studio 16 
Reel Magic CD Upgrde $599 
Reel Magic Vid Upgrde $385 


$169 


Sound Blaster 16 $214 
Sound Blaster 16 Bas $129 
Sound Blaster Deluxe $79 
SBlaster Powerd Spkrs $25 
SBlaster Pro Deluxe $124 
Sound Machine Pro 16 $139 
SoundMan 16 $99 
Thrustmastr Drivg Sys $129 
Thrustm FCS Pro UProm$19 
Thrustmastr Game Card $27 
Thrustmastr Rudder Sys $99 
Thrustmaster WCS $94 
Thrustm Weap UPROM $19 
Voiceblaster Bundle $52 


7th Guest 2:11th Hr CD $54 
Alone in the Dark CD $48 
Alone in the Dark 2 $36 
Alone in the Dark 2 CD $48 
Beneath a Steel Sky CD $39 


Bioforge $48 
Bloodnet CD $43 
Buccaneers CD $48 
Castle Wolfenstein CD $42 
City 2000 CD $34 
Compans of Xanth CD $36 
Conspiracy CD $41 
Cruise for a Corpse $19 


Curse of Enchantia CD $23 
Daemonsgate or CD $32 
Dark Seed CD $39 
Day of the Tentacle $35 
Day of the Tentacle CD $42 
Doom $45 
Doom Episode 1 $12 
Dracula Unleashed CD $47 
Dragon Knight 3orCD $46 
Dragonsphere CD $39 


Dreamweb $36 
Eric The Unready CD $36 
Escape Dead Zone CD $48 


Evolution or CD $39 
Fascination CD $39 
Flashback $32 
Freelancer 2120 orCD $42 
Gabriel Knight $39 
Gabriel Knight CD $45 
Gateway Collect 1&2 CD $36 
Hand of Fate $31 
Harvester CD $52 
Hired Guns $36 
Indy Jones Ft Atlants CD$42 
Inherit the Earth $45 
Iron Helix CD $56 
Isle of the Dead $38 
Jack the Ripper $39 
Jagged Alliance $48 


Journeyman Project CD $48 
Journeyman Projct 2 CD $52 
Jurassic Park $39 
King's Quest 6 VGA $45 
King's Quest 6 CD $39 
King's Quest 6 Upgrd CD$24 
King's Ransom CD $38 
Kronolog : Nazi Paradox $36 
Leisure Suit Larry 6 $42 


Man Enough CD $44 
Microcosm CD $49 
Myst CD $48 
No Mouth&l Must Screm $44 
Noctropolis $48 


Out of this World 2 CD $45 
Phantasmagoria CD $59 
Police Quest 4 CD $45 


Prince of Persia 2 $42 
Quantum Gate WIN CD $45 
Quest for Glory 4 $42 


Return of Phantom CD $38 
Riftwar Legacy VGA $39 


Ringworld $35 
Robnson's Requm or CD $42 
Robocop 3 $32 


soundtrack. CD$54 


‘TIE FIGHTER’ 
Sequel to the ac- 
claimed X-Wing, 
players fly under 
the direction of the 
Dark Lord himself, 
Darth Vader. Defy 
the Rebel Alliance in 
training, combat mis- 
sions & tours of duty 
that strengthen the 
Emperor's hold on 
the galaxy. Six Im- 
perial starfighters 
to fly under the 
strategies of the 
Empire. $48 


Sam & Max Hit Road CD $45 
Secret of 7th Labyrinth $42 


Shadow Caster $34 
Shadow of Comet CD $48 
Simon the Sorcerer $32 
Space Quest 5 VGA $36 
Star Reach $36 


Star Trek 25 Anniver CD $55 
Star Trek: Judgmnt Rites $33 
Star Trek: Str Fleet Acad $36 
Superheros of Hoboken $38 
System Shockor CD — $54 
Terror of the Deep or CD $36 


The Dig $40 
Treasure Hunters Inc CD $48 
Tuneland CD $36 
Under a Killing Moon CD $55 
Voyeur CD $48 
Zombie Dino CD $48 


94-95 CDX Calender CD $29 
Adult Movie Almanac CD $52 
Adult Reference CD $24 
Advent Brad Stallion CD $39 
Bare Assets CD $32 
CD Brothel CD $36 
Come Play With Me CD $36 
Debby Does Dallas CD $38 
Digital Dreams 2 CD $22 
Extreme Delight CD $24 
Femme Fatale $26 
Flame CD $25 
Frat Girls of Doubl D CD $29 
High Volume Nudes CD $26 
House of Dreams CD — $24 


Insatiable CD $32 
Intract Ad Semor But CD $39 
Mark of Zara CD $38 


Massive Mellons CD $29 
Mystique of Orient CO $29 
Nightwatch Intractv CD $36 


Reader Service No. 1 


course! $24 


‘THRUSTMASTER'S FORMULA T1' is the most realistic 
control for all of today's driving simulators. Features fully 
functional steering wheel, brake and gas pedals and turbo 


boost gauge used in supporting games 


$129 


Othr Side of Chelsea CD $29 Mirage Thunder $39 
Pandor..AAAH'S CD $27 Mortal Kombat $39 
Penthouse Intractive CD $69 Pinball Fantasies $35 
Physical TherapyCD $19 Prehistorik $29 
Playboy Electrnc Datebk $34 Raiden $32 
Porkware V. 2 CD $29 Rebel Assault CD $44 
Princess of Persia CD $29 Rise of the Robots $39 
Rimfire Pacific Video CD $32 Silverball $29 
Secrets CD $34 Space Ace 2 $34 
Sex Olympics $19 Street Fighter 2 $34 
Sexual Obsession CD $34 Super Cauldron $25 
Sizzle CD $29  T2:Arcade Game $29 
Strip Poker Professional $34 Tetris Gold CD $32 
Super Smutware CD $19 Titan $29 
Surfer Girls CD $29 Titus Fox $25 
Treasure Chest CD $24 Tristan Pinball $19 
Tropical Girls CD $26 Who Shot John Rock CD$36 
Winner Takes All CD $34 Wild Streets $24 
Women of Venus CD $22 Zool $34 


500 CC Race Bike $29 All Character Editors — $16 
Alien Breed $19 ADD Collectors Edition 3$19 
Aliens Ate My Babysitter $27 Access Super Bundle $34 
Crazy Cars $25 . Al-Qadim:Genie's Curse $45 
Creepers $34 Al-Qadim CD $49 
Dragon's Lair 3 $34 Arena: Elder Scrolls $44 
Eight Ball Deluxe $38 Blackmoore CD $46 
Fast Action Paq $24 Challenge of 5 Realms $39 
Fire & Forget $24 Cobra Mission $34 
Galactic Conqueror $31 Cyber Space CD $38 
Geekwd Gms Galxy CD $21 Dark Sun $47 
Gobliiins 3 $19 Dark Sun CD $49 
Guy Spy $24 Darklands Mastr Ed wbk $51 
Highway Patrol 2 $29 Demon Hunter $42 
Incredible Machine 2 $28 Disciples of Steel $35 
Incredible Toons $29 Dragon Tales CD $38 
Innocent $38 Dungeon Hack $38 
Jurassic Park CD $44 Dungeon Hack CD $34 
Mad Dog Macree 2 CD $39 Eye of the Beholdr 3 CD $48 
Metal & Lace $29 Forgotten Castle CD $55 


Metal & Lace Upgrade — $5 


Gateway Savage Frontr $32 
MAY SPLUS 1 


‘SYSTEM SHOCK’ You receive a neural jack implant that 
allows you to enter cyberspace. Upon awakening, you dis- 
cover that a super-intelligent computer has seized control 
of the station and is planning to release a deadly virus. $48 


HeroesM&MorCD $45 
Hunters of Ralk CD $54 


Interactive Movie 1 $52 
Intrplay's 10 Yr Anth CD $48 
Lands of Lore $34 
Lands of Lore CD $41 
Lord of the Rings CD $45 
Lords of Midnight $48 
Lords of Midnight CD $55 
Loremaster $29 
Might & Magic 5 $36 
Pirates Gold $39 
Ravenloft CD $52 
Realms of Arkania $36 
Red Crystal $29 


Rome: Pathway to Powr $29 
Shadow Caster CD $45 
Star Trek Deep Space 9 $52 
StarTrk Deep Spac 9 CD $52 
Startrek Next Gener CD $46 


Stonekeep CD $48 
Stronghold $36 
Summoning $16 
Sword of China $42 
Syndicate $39 


Ultima 7 Black Gate $47 
Ultima 7 Series CD $42 
Ultima 7.5 Serpent Isle $48 
Ultima 8: Pagan $48 
Ultima 8 Speech Pack $17 
Wing Comm 2 U UW CD $34 
Wizardry 7 Crusaders $25 


World of Xeen CD $42 
Aces Over Europe $39 
Aces of the Deep $42 
Aces of the Pacific $44 
Across the Rhine $48 
Air Combat Pacific 1942 $48 
Armored Fist $52 
Battlecruiser 3000 $45 


‘WARLORDS’ is a 
huge eight player 
strategy game of 
empires, castles, 
armies, heroes, 
monsters and drag- 
ons. In the fabled 
land of Mluria, an 
unconvincing 
peace treaty has 
just expired. Now, 
eight mighty em- 
pires contend in a 
ruthless struggle 
for supreme power. 
And only one will 
prevail. $12 


Delta V $42 
Earthquake Simulatr CD $42 
Eye of the Storm Fit Sim $29 


F15 Strike Eagle III $42 
FA 18 Hornet or CD $54 
Falcon 3.0 $46 


Falcon 3 Sc2 MiG 29 $32 
Falcon 3 Sc3 FA18 Hrnt $32 


Falcon Gold CD $55 
Fleet Defendr F14 Tomct $48 
Flight Sim ToolKit $58 


Flight Sim Toolkit CD $54 
Great Naval Battls 2 CD $42 
Gunship 2000 CD JC — $26 
Harrier Assult SVGA CD $44 


Indy Car Racing $39 
Inferno or CD $39 
Iron Angel or CD $39 
Jet Pack CD $44 
Jump Jet $39 
Jutland CD $48 


LawnMowerManCD $42 
Mantis Exper Fight CD $46 
Maxmum Overkll Bdl CD $59 
Mechwarrior2orCD $46 


Megarace $36 
Metal Tech: Battledrome $29 
MiG 29 Gold CD $52 


Microsoft Flight Sim 5.0 $46 
MS Flight Sim 5 LsVegas$29 
MS Flight Sim 5 NY $29 
MS Flight Sim 5 Paris — $29 
MS Flight Sim 5 Portind $32 
MS Flight Sim 5 DC $29 
Operation Airstorm CD $42 


Pacific Strike $49 
Privateer CD $56 
Privateer Sp Op 1or2 ea $22 
Rally $29 
Red Baron VGA $36 
Road & Trck Grand Prix $24 
Sea Wolf CD $52 
Seal Team $36 
Shuttle CD $29 


vt dm you survive 


‘OUTPOST’ You 
only get one chance 
to destroy civiliza- 
tion. Players ex- 
plore new worlds 
research new tech- 
nologies and strive 
to colonize distant 
planets. Based on 
NASA research, 
Outpost is a realis- 
tic simulation of the 
complexities in- 
volved in building a 
self-contained colony 
on ahostile planetary 
surface. CD $39 


‘ACROSS THE RHINE' Control history's most famous tanks 
or entire companies & experience the fierce combat & tough 
decisions that gripped WWII tank commanders. Blast your 
way through enemy units across war-torn Europe. $48 


Space Racers CD $44 
Spectre VR CD $45 
Speed Racer $34 


Storm Troop or CD $54 
Strike Commander CD $55 
Strike Comm Sp Op1 $22 


Sub War 2050 $36 
Syndicate $39 
TFXCD $45 


Task Force Admirals Pk $45 
Team Yankee 2 CD $29 


Theme Park $42 
Tie Fighter $48 
Top Gun Danger Zone $24 
Tornado CD $42 
Tower $42 


Voice Commander Bnd! $18 
Wild Blue YonderCD $49 
Wing Commdr 2 DIxCD $29 
Wing Commander 3 $52 
Wing Commander 3 CD $54 
Wing Commdr Academy $32 


Wings of Glory $52 
Wolf Pack CD $42 
World Circuit $32 
X-Wing $42 
Zephyr $45 


ATrain wConstructn Set $32 
Advanced Civilization $35 


Aide de Camp $42 
Archon Ultra $34 
Battle Isle $32 
Breach 3 $36 
Caesar $34 
Campaign 2 $36 
Carriers at War 2 $39 
Castles 2 CD $49 
Celtic Tales: Balor of Evil $42 
Civilization $44 


Command and Conquer $42 


Conquered Kingdoms 2 $36 


Cybergo $39 
D-Day: Beginning of End $42 
Darklegions or CD $42 
Detroit $34 
Dominion: 1 King's Life $41 
Dominus $39 
Dune 2 $34 
Empire Deluxe $34 


Empire Dix Mastr Ed CD $45 
Fantasy Empires CD $45 
Fantasy Fiefdom CD $48 


Fields of Glory $34 
Fifth Fleet $42 
Gemfire $37 
Genghis Khan 2 $36 
Gettysburg: Intr Batt CD $32 
Grandest Fleet $36 
Great Nav Batt Admirl Pk$49 
Hannibal $32 
Harpoon 2 $48 
Humans CD $28 
Kingdoms of Germany $36 
Kingmaker $39 


Koshan Conspiracy CD $48 
Lemmings wDatadsk CD $45 


Master of Orion $39 
Mechamander or CD $42 
Merchant Prince $39 
Napoleonics $34 
New World Order $38 
Nuclear War $16 
Operation Europe $42 
Outpost or CD $39 
Patrician CD $36 
Pax Imperia $42 
Perfect General 2 $44 
Perfct Genrl Sc Dk WW2$21 
Populous 2 $32 
Protostar CD $36 
Purest Wargame $36 
Railroad Tycoon 2 $39 


Romance 3 Kingdoms 3 $39 
Rules of Engagement 2 $34 


Seven Cities Gold 2 $19 


Sim Ant CD $48 
Sim City CD $48 
Sim City Classic $26 
Sim City 2000 $42 
Sim City 2000 CD $45 


Simcity 2000 Sc: Disastr $18 
Sim Earth/Farm/Life ea. $29 


Space Raiders CD $42 
Star Control 2 $34 
Stronghold CD $36 
Task Force 1942 $36 
Tegel's Mercenaries2 $44 
Tigers on the Prowl $42 


Unnatural Selection $29 
Victory or Defeat WIN $42 
Walls of Rome $39 
Warlords 2 $37 
When Two Worlds War $34 


A-Train $16 
Advent Will Beam VGA $10 
Bard's Tale 1, 2or3ea $10 
Blue Force: Next of Kin. $10 
Castle Wolfenstein 3D $10 


Castle of Dr Brain $10 
Champions of Kynn — $10 
Civilization $16 
Colonel's Bequest $10 


Compt Advt Game Secrt $16 
Conquests Robin Hood $10 
Conquests of Camelot $10 
Dark Queen of Krynn $10 
Darklands $14 
Death Knights of Krynn $10 
Dracula Unleashed strat $16 
Dungeon Master $10 
EcoQuest Search Cetus $10 
Elvira 2 Jaws Cerberus $10 
Eye of Beholder 1or3 ea $10 
Eye of the Beholder2 $12 


'UNDER A KILL- 
ING MOON ' Trans- 
ports you to the 
virtual world of the 
feisty detective 
Tex Murphy. New 
feature allows you 
to save and splice 
scenes together. 
Digitized voices & 
sound effects and 
an amazing level 
of detail & free- 
dom of movement 
make this game vi- 
sually & aurally 
stunning. CD $55 


'SIMCITY 2000' 
is the long 
awaited follow up 
to SimCity that 
takes urban plan- 
ning into the next 
century. SimCity 
2000 adds a new 
level of realism & 
sophisticated 
gameplay. New 
features include 
underground 
water and trans- 
portation systems, 
3D views & SVGA 
graphics. $39 


Fred Pharkas Fron Pharm $8 
Gabriel Knight $10 
Gateway Savage Frontr $10 
Global Conquest bk wdk $21 


Gobliiins $10 
Gunship 2000 $16 
Hand of Fate $10 
Harpoon $16 


Harpoon 2 Strat Guide $16 
Indi Jones Fate Atlantis $10 


Inherit the Earth $16 
Island Of Dr Brain $10 
Jetfighter 2.0 $16 


Kings Questi-6ea. $10 
King's Quest 3rd Off Gd $16 
Laura Bow 2 HintBook $10 
Leisure Suit Larry 1-3 ea $10. 
Leisure Suit Larry 5 $9 
Leisure Suit Lary 6 $10 
Leisr St Larry 2nd Off Bk$14 
Loom $10 
Lord of the Rings V1 $10 
Lord of the Rings V2 $6 
Lost Files Sherlck Holms$10 
LcsArts Air Combat Strat $16 
Magic Candle 2 or3ea $10 


Martian Dreams $13 
Master of Orion Strategy $16 
Matrix Cubed $10 


Might&Magic!&2 $10 
Might & Magic 3-5 ea — $16 
Might & Magc Compndm $16 
Pacific Strike Playtestrs $12 
Patriot $16 
Phantasy Star 3 $16 
Police Quest 1-3 ea $10 
Police Quest Off bk $12 
Pool of Radiance $10 
Pools of Darkness $12 
Populous 1&2 Offi Strat $16. 
Power Monger Strategy $16 
Privateer Playtestr's Gd $16 
Protostar $8 
Quest For Clues 2-4 ea $21 


Visa/MC Accepted. Checks held 4 weeks. Money Orders same as cash. 
COD $8. Defectives replaced with same product. Most items shipped 
same day. Shipping times may vary. Price/availability may change. All 


sales final. 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, 
AK, APO, FPO $4 per order, 4-8 day Worldwide shipping $6 per item. 


Handling $2 per shipment 


Quest forClues5or6 $16 
Quest for Glory 3or4 $10 
Quest for Glory Strategy $19 


Railroad Tycoon $12 
Realms of Arkania $14 
Return to Zork $9 


Rex Nebular Cs Gn Ben $14 
Rise of the Dragon $10 
Roger Wilco's Space Adv$14 
Sea Wolf Strategy Guide $16 
Secret Monkey Isl 1or 2 $10 
Secret Silver Blades — $10 


Sentinel Worlds 1 $10 
Shadow Caster $18 
Shadow Sorcerer $10 


Sim City 2000 Strategy $16 
Sim City/Sim Earth Bk $20 
Sim Earth $16 
Sim Farm Strat Almanac $16 
Sim Life Official Stratgy $16 
Simon the Sorcerer Hint $10 
Sonic Strategy Guide — $16 
Space Quest 1-4 ea. $10 
Spellcasting 201 BK $10 
Star Trek 25th Aniv $9 
Starflight 1 or 2 ea. $10 
Strike Commnder Off Bk $14 


Summoning $16 
Tales Magic:Prophc Shd $12 
Time Quest $10 


Treasures Savag Frontr $10 
TurboGrafx 16 HB V2 $10 
Ultima 4-6 ea $10 
Ultima 7 $12 
Ultima 7 & Underwrld Bk $16 
Ultima 7.5 Balncg Scals $16 
Ultima 2nd Ed Off Book $16 
Ultima Avatar Advnt Bk $16 
Ultima U Stygian Abyss $12 
Ultima UW Wrid of Lab $12 


V Victory $16 
Wizardry 7 $16 
X-Wing Official Strat Gd $16 
Yserbius $12 


"WINNER TAKES 
ALL' A fascinating 
interactive adult 
video game of 
chance. You score 
the points and a 
host of vivid mega- 
stars like Racquel, 
Justine Lenay and 
Ashlyn Gere pay off 
in exciting visuals 
that will leave you 
breathless! Round 
and round you go, 
risking it all for a 
host of sizzling 
beauties. CD $34 


Air Combat Classics $39 


Award Bundle $44 
Combat Classics $19 
Dynamix Bundle 1 $24 


Eye of Beholder Collect $52 
Eye of Beholder Trilg CD $51 
Falcon 3.0 wThrstm FCS $99 
Gateway Collectn 1&2 $36 
Land Sea Air 2 $19 
Lost Treasures Infocom $39 
Lost Treasurs Infocm CD$39 
Lost Treasurs Infocom 2 $29 
Lost Treasur Infcm 2 CD $29 
Lucas Classic Advent $36 
Magnetic Scrolls Bundle $16 
Max Pac $16 
Maximum Overkill wDisk $45 
Megafortress Mega-Pak $38 
Perfect General Trilogy $36 
Power Hits: Battletech $32 
Power Hits: Movies $19 
Power Hits: Sci Fi $19 
Power Hits: Sports $19 
Secret Weap Luftwff CD $39 
Space Quest Bundle 1-4 $42 
Spellcasting Bundle $34 
Spellcasting Bundle CD $32 
Task Frc1942 wRSR CD $35 


The Victory Pack $34 
Turning Point $29 
Ultima Bundle 1-6 CD — $59 
Ultima Trilogy $39 
Ultima Trilogy 2 $48 


Wing Commander 1 DIx $48 
Wing Commdr 1 Dix CD $29 
Wizardry Trilogy $32 
Wizardry Trilogy 2 $33 


Castle of Dr Brain VGA $19 
Children's Write/Publish $42 
Dinopark Tycoon $34 


'BIOFORGE' After breaking free of your security cell, you 
enter the ruins of an ancient alien civilization. There is a 
hostile alien on the prowl & an emergency situation to bring 
under control. 3-D synthetic actors & rendered backgrounds.$48 


Kingdoms 


Dinosaurs CD $48 
Dyno-Quest $29 
EcoQust Srch Cetus CD $29 
Fatty Bear Bday Srp CD $38 
Fatty Bear's Funpck CD $34 
Fatty Bear Wrid Gm CD $44 
Island Of Dr. Brain VGA $29 
Jack and Beanstalk CD $34 
Last Chnc to See win CD$38 
Mario Tches Typing CD $48 
Mavis Tches Typing WIN $34 
MS Art Gall: London CD $45 
Microsoft Dinosaurs CD $42 
Mmedia: Vivaldi WIN CD $24 
Oregon Trail WIN CD $39 
Print Shop Deluxe $49 
Print Shop Dix Bus Grph $29 
Putt Putt Goes to Mn CD$44 
Putt Putt Jns Parade CD $48 
Putt Putt's Fun Pack CD $34 
Reader Rabbit 2 WIN $29 
Rodney's Funscreen $32 
Scooter's Magic Castle $32 
Secrt Island Dr. Quandry $29 
Slater & Charlie CD $42 
SS: Gizmos & Gadgets $26 
Stickybear Parts of Spch$32 
Stickybear Reading $24 
Stickybear Spellgrabber $29 


APBA Hockey $34 
American Collge FB '94 $42 
American Gladiators $21 
Barkley: Shut Up & Jam $42 
Baseball for Windows — $46 
Blood Bowl $39 
Brett Hull Hockey $42 
David Robnsn NBA Actn $44 
Dirk's Baseball Encyc $19 
Front Page Football Pro $45 
Greens $34 


‘KINGDOMS OF 
GERMANY’ is the 
second in the King- 
doms series of me- 
dieval conquest 
games. Kingdoms 
of Germany follows 
the addictive, award 
winning Vikings 
with improved & re- 
fined point & click 
interface, game- 
play & computer 
opponents. Fea- 
tures huge map 
that you actually 
play on. $36 


Hardball 3 $34 
Hardball 3 Collection $39 
Hardball 4 $34 
Links Pro 386 Golf $32 
Links Pro 486 CD $42 


Links Pro Cr! Mna Kea $19 
Links Pro Cr2 Pinehurst $19 
Links Pro Cr3-5 ea $19 
Links Pro Cr6 Firestone $19 
Links Pro Cr7 Pebbl Bch $19 
Links Pro Cr8 Cast Pns $19 
ML BB 4 USAT Fan Man $25 
ML Personal Pro Golf $28 
MicroL BB 4 USA Today $28 
Microsoft Golf or CD $48 
Mike Ditka Power Fball $34 
NFL Coaches Club $34 


NFL Coachs Club FB CD$34 
NFL Video Football $19 
NHL Hockey $44 
Nascar Challenge $29 


PGA Tour Golf WIN $38 
Pga Tour Crs 1 WIN $17 


Pro Tennis Tour 2 $19 
Proleague Football'94 $29 
QuarterPole $26 


Tom Landry Football Dix $29 
Tony La Russa BB 2 $35 
Tony La Russa BB 2 CD $46 
Tony LRussa BB 2 1992 $14 
Tony LRussa BB 2 1993 $16 
Tony LRss BB2 Fan Man$14 
Tony LRss BB2 Stad $18 
Unnecessary Roughness$34 
Wayne Gretzky Hocky 3 $42 
Weaver Baseball 2.0 $17 


Americans in Space CD $41 
Battle Chess CD JC $24 
Battle Chss 4000 SVGA $36 
ChessManiac 5 Bill & 1 $39 
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Chessmaster 3000 CD $46 
D. Miir: News to Me CD $25 
Gambit, Kasparov's $39 
Game-Maker Ver 2.0 — $49 
Go Master Dix Vr 5 WIN $79 
Hong Kong Mah Jng Pro $32 
Hoyle's Book Games V3 $29 
It's a Wonderful Life CD $39 
Lawn Mower Man SS CD$36 
Lucky's Casino Advent $38 


Origamo $39 
Positronic Bridge $30 
Positrnc Bridge Cmpt SE $60 
Russian Six Pack $26 
Scrabble Deluxe CD $25 
Shanghaii 2 $29 


Solitaires Journey 2 $36 
Star Wars Chess CD $44 


Video Cube CD $45 
Videogame Solution CD $29 
Zig-Zag $34 


Aegis: Guardn Fleet CD $53 
Amer Civil War V1-3ea $24 
Battle Tank Barbarossa $36 
Battle Tank Kursk $36 
Battle of Austerlitz $26 
Battle of Leyte Gulf $24 
Battle of the Atlantic $36 


Blue and the Grey $36 
Campaign CD $35 
Carrier Strike $39 


Civil War No Grter Glory $21 
Decision at Gettysburg $18 
Dreadnoughts $29 
Dreadnoughts Bismark $29 
Dreadnoughts Deluxe $59 
Dreadnoughts Ironclads $29 


Drums of Glory $44 
Fall Gelb $36 
Fifth Eskadra $36 


‘GENGHIS KHAN 
IP There's a new 
bully on the block 
and it's you! You're 
one awesome 
Mongol by the 
name of Genghis 
Khan and you're 
hungry for con- 
quest. Play one of 
twelve world-class 
rulers. Lead knights, 
samurai and el- 
ephant units into 
| battle. Play overview 
or head to head 
battle options. $34 


‘LINKS 386 PRO’ 
offers SUPER VGA 
graphics and ad- 
vanced features 
designed for your 
386 or 486. New 
features include 
computer oppo- 
nent, save game 
option that allows 
your friends to play 
against you in an 
existing game 
Play at Harbour 
Town or use the 
course disks for 
extra fun. $32 


Fleet Med $27 
Gary Grigsby Pacfc War $36 
Gary Grgsby's War Rssa$45 


Golan Front $36: 
High Command $45 
Kursk Campaign $36 
Long Lance $39 
MacArthur's War $9 
Mare Nostrum $26 
Northern Fleet $36 


Operation Overlord $36 
Pacifc Strm Midwy Cpgn $36 
Pacifc Strm Solmn Cpgn $36 
Panzer Battles $19 
Patriot $14 
Patton Strikes Back $14 
Return to Falklands $28 
Rd Sumtr to Appomatox $45 
Rommel at El Alamein $36 


Rommel at Gazala $36 
Rommel Batt for N Afrca $24 
Seventh Fleet $36 
Squad Leader $48 
The Great War $39 
Third Reich $34 
To The Rhine $36 
V Victory: Gd, Jno, Swrd $39 
Victory at Sea $41 
Warpoint $36 
White Death $19 


WW 2 Batt of S Pacific $32 


007 James Bond Stih Aff$12 
3 in 1 Players's Pack $9 
A Train Construction Set $9 
Acquire $9 
Action Stations Scen1 — $3 
Air Force Commander $9 


Allied Forces $9 
Amazing Spiderman $12 


Amazon $9 


Aracnaphobia wSnd Src $12 
Armada Villa Crespo $9 


Artura $4 
Backgmn By George WIN $9 
Banzai $9 
Baseball Card Collector $12 
Baseball Facts $9 
B.A.T. $6 
Battle Command $6 
Bball Chall 87-89 Tms ea $9 
Big Business $9 
Blackjack $9 
Blue Max Aces Great War $9 
Bodycello CD $12 
Boom Box $12 
Breach 2 $12 
Captain Blood $9 
Cardinal of the Kremlin $6 
Carrier Command $9 


Carriers at War Const Kit $9 
Castles Northrn Campgn $9 
Champions of Krynn — $12 
Charge of Light Brigade $12 


Chess Net WIN $9 
Chess X Colossus $9 
Combination Lock $9 
Conflict: Korea $12 


Conflict: Middle East $12 
Conqueror Multi Tank $6 


Corporation $9 
Covert Action $6 
Crash Course $9 
Crime City $12 
Crime Does Not Pay $12 
Dark Half $9 
Das Boot Submarine $12 
Demon Blue $9 
Don't Go Alone $6 
Dr Doom's Revenge $9 


Dr Thorp's mini Blackjack $9 
Dr Wong's Jk&Vid Pokr 5 $9 


Dragon Force $12 
Dragon Lord $9 
Dragon Strike $12 


'FLIGHT SIM 
TOOLKIT' gives 
you the power to 
design every as- 
pect of your sim 
world down to the 
finest detail - from 
cockpit instrumen- 
tation and aircraft 
aerodynamics to 
trees, trucks, moun- 
tains and skyscrap- 
ers. Features hun- 
dreds of clip-art 
planes and terrain 
and sophisticated 
3D editors. $58 


'AMAZON' recap- 
tures the fun & ex- 
citement of the 
1950's drive-in 
movies. Travel to 
unexplored regions 
of the Amazon, fight 
10 foot ants and 
find emeralds sto- 
len by Cortez 
Amazing cinematic 
effects such as 
multiple camera 
angles, flashbacks, 
pans & fades. Fully 
digitized voices & 
sound effects. $9 


Dragons of Flame 


Dusk of the Gods he 
E- Motion $6 
Earthrise $9 
East vs West Berlin 1948 $9 
Electric Jigsaw $12 
F15 Strike Eagle $7 
Face Off $9 
Fast Break $6 
Fighting for Rome $12 
Finale $3 
Free DC $9 
Gamma Force $6 
Gofrs Winkl Adv CD WINS12 
Gold of the Aztecs $12 
Grandmaster Chess $12 
Heatwave $6 


Hole In One Mini Golf $6 
Hole In 1 Mini GIf Crs Dk $3 
Hole in 1 Mini Golf Dix $12 
Intract Adult Spl win CD $12 
Internatnal Sports Chall $9 
Jack Nicklaus Cr Dk1-3ea $6 
Jack Nicklaus Cr Disk 5 $6 
Jack Nicklaus Clip Art $3 
Jack Nicklaus SE Crs 1 $6 
Japan Scenery Disk $12 


Jeopardy 1 or 2 ea $9 
Joan of Arc $12 
Killing Cloud $6 
L.A. Law $9 
Laser Squad $12 
Leather Goddesses $12 
Lightspeed $9 
Line in the Sand $12 
MacArthur's War $9 


Madden Player Stats '89 $8 
Marianas Turkey Shoot $12 


Marvel Trilogy $12 
Magic Candle 2 $9 
Magic Candle 3 $12 
Magic Johnson Fast Brk $6 
Matrix Cubed $9 
Medieval Lords $12 


WARGAME: Thal TULIT 


MegaFortress $12 
MegatTraveller:Zhodani $6 
MegaTraveller 2 $12 
Millenium $6 
Mines of Titan $9 


ML Baseball All Stars — $12 
ML Baseball Seattle 13 $12 


ML Football 2 $12 
Ms PacMan $6 
Never Mind $9 


New Facilities Locator — $9 
NFL Chall Col Alumn Tms $9 
NFL Chall Pre Season 91 $9 
NFL Chall All Star Team $9 
NFL Chall Dream Teams $9 
NFL Proleague Football $12 


Ninja Rabbits $9 
Obliterator $6 
Oligopoly $9 
On Target $9 
Operation Combat $12 
Pac Man $9 
Penthouse Jigsaw XXX $12 
Pick'n Pile $6 
Pictionary $12 
Pirates $12 
Playmaker Football $12 
Power Drome $6 
Power Hits: Kids $9 
Power Politics WIN $12 
Predator 2 $9 
ProFball Analyst 92 Edt $9 
Punisher $6 
Puzzle Gallery 1 $9 
RBI2 $9 
Renegde Legion Intercp $12 
Rodeo Games $9 
Rotox $9 
Rules of Engagement $9 
S.C. Out $12 
SDI $6 
Savage $6 


Scenery Collection SetA $9 
Scenery Collection Set B $9 


IAI TE 


"WAR GAME CON- 
STRUCTION SET 
Il A tactical tank- 
based war game 
constrution set. Play- 
ers construct an 
army and participate 
in small scale con- 
frontations using 
tanks and tools of 
war from 1918 to 
1991. Features au- 
thentic tanks, ran- 
dom scenario gen- 
erator and choose 
from 12 different ime 
periods. $42 


‘THE GRANDEST 
FLEET’ Experi- 
ence the grueling 
campaigns, the 
agony of defeat & 
the exhilaration of 
victory! Allocate 
natural resources 
to build missile 
sites, radar sta- 
tions, shipbuilding 
facilities and super- 
ships. Itis up to you 
to destroy your 
nemesis. Modem 
play and random 
maps. $36 


IBM BUDGET IBM BUDGET IBM BUDGET IBM BUDGET 


Scenery Colltn California $9 
Scenry Coll Great Britain $9 


Sentinel Worlds 1 $9 
Shadow Sorcerer $9 
Siege $12 
Sleeping Gods Lie $12 
Snoopy’s Fun Pack $9 
Sorry $12 
Space Vegetables $9 
Sporting Triangle $3 
Spot $6 
Star Legions $9 
Storm Across Europe — $12 
Street Ball $9 
Taking of Beverly Hills — S6 
Team Yankee $12 


Teenage MNT Man Miss $12 
Teenage Mut Ninja Turtls $12 
Tegel's Mercenaries $9 
Terran Envoy $9 
Test Drive 2:Euro Chall $6 
Test Drive 2:Muscl Cars $12 
Test Drive 3:Road & Car $9 


The Tinies $12 
Think Cross $12 
Thunderhawk $6 
Tie Break Tennis $9 
Time Quest $12 


Tony LaRussa Baseball $9 
Tony LaRussa BB 1990 $12 
Tony LaRussa BB 1991 $12 
Tony LRssa Classc Stad $12 
Treasures Savge Frontr $12 
Trump Cst 2 Casino Bay $6 
Trump Cst 2 DD1 or 2 ea. $4 


Turn-n-Burn $9 
Typhoon of Steel $12 
UMS 2 Planet Editor $12 
Under Fire $12 
Uninvited $6 
Vaxine $12 


Video Poker Villa Crespo $9 
Video Poker by Masque $9 
Visions of Aftermath $12 


Reader Service No. 1 


MYS 


he Surrealistic Adventure 


= That Wall Become Your World 
play 


nece A ‘MYST’, The surre- 


alistic adventure 
that will become 
your world. Journey 
to an island world 
tinged with surreal- 
istic mystery, where 
only your wits and 
imagination will 
unlock an ancient 
betrayal of the 
past. Features 3D 
photorealistic 
graphics, original 
soundtrack and 
non-linear game- 
CD $48 


'MECHWARRIOR 
2' Climb into one of 
16 Battle Mechs 
and prepare to set 
your imagination 
on fire. You're 
strapped into a 
100-ton machine 
that can annihilate 
a squadron of 
F-15s in a heart- 
beat. And you're 
about to battle your 
way across the 
planetary terrain 
From ice to desert 
to urban land. $46 


IBM BUDGET 


Wacky Funster $9 
War in the Gulf $12 
War of the Lance $9 
Warlords $12 
Weaver Tm/Playr Sts 89 $3 
Wheel of Fortune $6 
Wheel of Fortune 2 $6 
Wheel of Fortune 3 $9 
Wild Wheels $12 
Wrath of the Demon $12 
Xiphos $9 
Jaguar CD System $299 
Jaguar System $249 
Alien Vs Predator $54 
Barkley Basketball $46 
Battle Zone 2000 $54 
Brett Hull Hockey $46 
Brutal Sports Football $56 
Checkered Flag 2 $54 
Club Drive $44 
Crescent Galaxy $44 
Hosenose & Booger $54 
Kasumi Ninja $54 
NFL Football $54 
Raiden $44 
Tempest 2000 $44 


Tiny Toon Adventures — $44 
Ultimate Brain Games $56 
Ultra Vortex $54 


TURBO GRAFX 


Turbo Duo $289 
ATrain 3 CD $47 
Beyond Shadowgate CD $45 
Black Hole Assault CD $47 
Bonk's Big Adventure CD$44 
Dragon Slayer CD $42 
Fighting Street CD $34 


TURBO GRAFX 


Jim Power Lost Dim CD. $47 
King of Monsters 2CD $46 
Loom CD $39 
Madden FootballCD $44 
Might & Magic3 CD $47 


Populous CD $48 
Prince of Persia CD $39 
Sim Earth CD $42 
Street Fighter 2 $79 
Terraforming CD $44 


Wizardry 1 & 2 CD $44 


Breach 1 Scenario Disk $3 
Fast Break $3 
Heatwave $3 
Jack Nicklaus Course 1 $4 
Test Drive2:Muscle Cars $3 


FREE GAME OFFER 


Spend $60 on any in stock 
software and choose a free 
IBM game from the list below. 
Offer subject to change or 
cancellation without notice 
Valid from May 1st through 
Jun 31st or while supplies last. 


Artura, Sound Source, 
Grndmstr Chess, Rings of Me- 
dusa, Airborne Ranger, Gun- 
ship, Free DC, Big Business 
5.25, SDI, Jeopardy, Wheel of 
Fortune 1 or 2 5.25, Backgam- 
mon by George, Earth Rise, 
Vid Poker, Obliterator, 3 in 1 
Players Pack, Video Poker 
Villa Crespo, Magic Johnson 
Fast Break, Dusk of the Gods, 
Punisher 5.25 

MAY SPLUS 4 


Upgrade up to a Sound Blaster" 16, and you've got PC But like the man says, Get Real. Because there's 
audio as real as it gets. only one card that's 
Real CD-quality, 16-bit stereophonic sound. Real built-in “as good as a 
y. And best of all, real 100% Sound Blaster Sound Blaster 167 
And that's a 


y just be why we're the 16-bit PC audio Sound Blaster 16. 
standard. And why those other manufacturers spend so For information, call 
much time comparing themselves to Sound Blaster. 1-800-998-5227. 


Sound|" 
Pea THE 16-BIT SOUND STANDARD. PRE ATIVE CABS 1 


US. Inquiries: Cr 1-408-428-6600. International I 
Eos 8 
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Made with love by 


<EUROMAG- 


Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity, 
please visit us at retromags-com: 


No profit is made from these scans; nor do we offer anything 
available from the publishers themselves: 


If you come across anyone selling releases from 
this site; please do not support them and do let us know: 


Thank you! 


